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Holy Mackerel, 
even my hair hurts. 


Introducing, Contender. The brutally fun boxing game. 


Boxing isn't pretty. In Contender, you'll face 40 different thugs, all with their own look and fighting style. You 
can throw jabs, combinations and arcade-style knockout punches. Plus, you can build up the strength of your favorite fighter, 
save it to a memory card, and pummel a friend later. In short, it's a good old-fashioned, mano-a-mano slugfest. 
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A forum far our intelligent and pleasant readers to voice their valuable opinions 
and let us send them fresh meats. 


Enews —— 0 
Up-to-the-minute info on the hottest upcoming games and more in-depth 
info on the PlayStation 2! That's a really good news section. 


EXecute:> р В 
We only publish the very finest codes from the elitest of sources. When you 
read a code here, you know youre getting high quality, at an affordable price. 


EXclusive:> p20 


Let us be the first to bring you shots of The Phantom Menace, Star Ocean 
and Dino Crisis... three games sure to set your sacks on fire. 


EXpecting:> pall 
If this van's a-rockin’, don't come a-knockin. 
EXtreme:> pab 
Driver! Yes! Ok! Cool! Ready, set, go! Driver! 
EXrated:> p42 
Wholly cheezits! A great lot of hot reviews of games and, well... just games! 
SPorts» рві 


We wanted to bring you so many sports reviews this issue that it would fill 
eight full pages... we have succeeded, 


EXhibitian» p70 


Were very proud to present to you, this month, the history of Puzzle games and 
how they ve changed the face of PlayStation gaming as we know it today, a little. 


ЕХатіпе» р74 


Check out part | of our Legend of Legaia walkthrough. It'll help you play the 
game really well and youll be happy. Check next issue for part 2. 


EXcavate:> р78 


We went nuts again this month and listed the last fifteen months worth of PSEx 
ratings. That's entertainment. 
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[уе decided to leave the job of "Bad Cop’ to Dave, who seems to have no problem stirring 
up a little controversy. After the introduction of his Exit column last month (it's the last 
article in the magazine), regarding the early specs for the next generation PlayStation 
hardware and where this leaves Sega and their Dreamcast in the mix, weve gotten our fair 
share of irate letters, threatening emails and a few mysterious packages that had to be 
immersed in water before opening (you can never be too careful — especially when dealing 
with ardent, hardcore gamers). Not being one to back down in a fight, Dave takes the 
opportunity this month to address some of the letters hes received — Winding-style... 
All | know, is it's a good thing his home address and phone number arent listed. 

dust to reiterate what I've written in the past, both Dave and | are huge gamers, and 
don't just solely play PlayStation games because we produce a PlayStation magazine. 
Both of us have always been twisted enough to pay big money to be the first on the black 
when a new system hits the streets, either in Japan or the States. Well be the first to admit 
there are gaming experiences on other consoles and systems that you don't get on the 
PlayStation (although, these are few and far between) and, if it's in your budget, you definitely 
should own more than one of these. But, in the big scheme of things, Sony knows how to 
do it, and do it right. The official PS2 specs announced March 2nd (see this month's Exnews 
for the complete list) promise a quantum leap in technology, putting Sega in an unenviable 
position with inferior hardware. Do you think they'll make the same mistake again and 
produce a 28BX add-on with a DVD drive and a Saturn Base Converter? So, heres the 
best part of it all. Regardless of whose system's better than the others, designers, developers 
and publishers will all strive ta make awesome and amazing games and we, as consumers, 
will be the ones who benefit from this competition. To borrow an overused phrase, it's a 
great time to be alive and, with all of this jaw-dropping technology, | can only imagine the 
games we will be experiencing in the next few years to come. 

Speaking of great things to come, the month of May is always an exciting time for the video 
game industry. This is the adopted month for the Electronic Entertainment Expo (E3) 
which will be held, thankfully, in Los Angeles this year. Next month's issue will have our annual 
“Show before the Show,” where we sniff out and showcase as many new PlayStation titles 
as we can find on a company-by-company basis. This issue has its fair share of good stuff, 
too. (lur cover story features an exclusive hands-on preview of Driver, BT and Reflections 
potentially amazing car chase game. There are also tons of shots and info on LucasArts 
Star Wars: The Phantom Menace, Capcom's Dino Crisis and Sony's Gran Turismo 2, as well 
as a plethora of reviews. Lastly, we brought back the Examine section and 

plan to keep it as a regular feature in the pages of PSExtreme. Look for |^ ~ 
plenty of in-depth strategies in the months ta come and feel free to |: 
send or email us any gameplay questions you might need answered. 
Well, that about wraps it up for me, well see you in thirty. 


GREG 
em e (EMAIL ME, ГМ LONELY) 
| 


(818) 99-819 
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Dear PSExtreme, 


Besides greed, are there any other 
reasons home gaming consoles haven't 
progressed in the same route as the 
VCR? From the perspective of the 
average consumer, it seems a move 
towards a system that would readily 
accept ALL games, would be beneficial 
in the long term. Besides, if gaming is 
to truly become mass market, it may be 
inevitable. What are your thoughts? 


Godspeed, 
Rick Archer 


There's already a system that plays all 

games, called a PC. lt plays all the old 
console games like Genesis (Genecyst), 
Super Nintendo (SNES ?X), etc., and 
a couple newer systems like PlayStation 
(Bleem) and N64 (UltraHLE). Whether 
the emulator are actually legal or not is 
something the courts are currently 
deciding (Sony vs. Connectix). 


Dear PS Extreme, 


I've written to you once before, but it 
didn't get printed, (but l'm not bitter). 
Allow me to begin by saying that 1 like 
the magazine. I've had a subscription 
for three years. Now down to business; 
1 have a little critique for you оп Test 
Drive 5. But first, | want to say two 
things; First, I've played Thrill Kill (don't 
ask how) and 1 think it's a crying shame 
to let that piece of video game mastery 
slip into the grasp of the sensors. lv's 
the only fighting game I've ever liked. 
Secondly, (and you're gonna think l'm 
sniffing glue on this one.) 1 quite dislike 
Metal Gear Solid. 1 don't think it's all 
that great. 1 suppose 1 have an unfair 
bias because 1 hate the whole genre. 

Now, as | said earlier, | have a different 
view оп TD5, and since 1 enjoyed Eric's 
little hypothetical scenario, | decided 
to make my criticisms into my own 
scenario. Imagine you're in your '68 1/2 
428C) (which l might add, sounds like 
a vacuum cleaner on crack.) while on 
either side of you are five other guys all 
going similar speeds. Up ahead, you see 
a turn. lts not all that sharp; definitely 


not as sharp as the turn you just got out 
of. You apply the brakes briefly and 
go into the gentle bend. Suddenly, your 
inside wheels are coming off the ground. 
Yep, you're going over! Bye-bye say the 
5 other cars as they scream past you. 
You get back into position to resume. As 
you get back under way, BAM! You 
head-on with a car you couldn't see 
around the blind comer. All of a sudden, 
the world seems to be going in slow 
motion. Your car does a nice gentle barrel 
role and lands on the ground as though 
it were fragile as an egg. Wow, "The 3D 
collisions are truly spectacular." Oh 
make the next check point and are 
therefore disqualified. Have a nice day. 
1 hope you get the underlying theme of 
the story. This "nearly flawless" game is 
quite flawed in my opinion, and if you 
gave it the title of "Greatest Racing Game 
Ever," l'd have smacked you with a raw 
fish! You want to know the scary thing 
about all this criticism l'm dumping on 
the game? l actually like this game. It's 
not my favorite, but l don't think it was 
a mistake to buy it. In fact, l'd buy ix 
again but only because l'm a huge fan 
of the genre. | think that through further 
technology, focus has been taken away 
from the game itself, In my opinion, the 
original NFS is the best so far. 


Jared Watson 


Thanks for your opinion and the 
intriguing story. There are a few editors 
at the Dimension Publishing super- 
complex who would agree with you, but 
Eric happens to disagree. C’est la vie. 


Dear PSExtreme, 


l am writing to you to find out if the 
year 2000 bug will effect my PlayStation 
and Nintendo64. If it will, 1 would like 
to know what are you doing to solve the 
problem. If not, tell me what is stopping 
the year 2000 bug from effecting them. 


Ernest Stewart 


The “Ү2К” bug will only effect things 
that are date dependent. Your 
PlayStation and N64 don’t depend on 


x DEAA il 


what the date is to operate}|so ded 
по need to worry. | ` 


Dear PSExtreme, 008 М 


Now that the processor of the PSX2 
is revealed, it is even more apparent that 
whoever wrote the original article must 
have had some sort of miscommunication 
with his source. When all is said and 
done, the magazine was off by nearly 42 | 
mpps if not more depending on the rest 
of the machine, which is vast ( 
exaggeration. The problem; with that ^ 
news section is how,the editors describe | 
their competition. lt is like the editors | 
of the magazine have to use childish , 
language to attack the Dreamcast by y 
referring to it and their games as 
"garbage." Those games have акик 

a 20% increase in marké share for S. | 
in less xhan 2 months, which is incredible 
considering they started at zero. ُ 

lf the editors could write about the 
competition with more intelligence, it ^ 
reflects on the maturity of the staff and ү 
their overall objective view towards vi [ 
games. Their complete disregard for the л 
system, and their distorted views of it, 
only casts: doubt on their'ability to | 
remain impartial when reviewing P$ 
games. By comparison, Dreamcast 
magazine out of Japan has never referred К 
to the PSX as garbage, and can't find у 
any magazine on the shelf that says the 
DC makes all the PSX games logk like 
crap. \ 
Plus, not only did they make the claim \ 
that 80 mpps represented real life, büx 
the PSX2 could render 75 % of real life. | 
If that is not a made up figure, 1 m t 
know what is. There is по doubt the 
PSX2 will be powerful, but the magazihe 
does not have to exaggerate on Sony's 
behalf. By doing so, you threaten to lose ; 
all your credibility. 1 encourage anyone у 
to find some sort of verifiable information | 
that supports there original claim. No / 
one in their right mind would take only , 
one magazine's viewpoint as gospel. 

1 noticed that the online site is much 
more level-headed than the magazine 
itself. Actually, l did check the sales © 
figures of the DC games, and it is not 
just two games keeping them afloat. They 
do have other titles (like Evolution) 
selling decently. The magazine does not 
have to resort to base attacks on other 
systems just to sell magazines. Just cover 
the PSX, truthfully and honestly, the { 
good and the bad, and remain truthful 


> 
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to the readers because they are more 
likely to stick with a mag that is reliable 
than.anything else. 
I 

Michael Kelly 


We're not sure whose PSX2 specs 
you’re looking at but the ones we 
printed were correct. As for the DC 
bashing, there’s nothing that you, or 
anyone else, can say to change our 
minds. We simply don’t like the games 
currently available on the DC and we 

nos in saying that. If you like 
them, that’s dandy. We still love you 
anyway. 


Dear PS Extreme, 


1 was just wondering what you were 
going to do for issue number 50? Maybe 
you could send а demo disc or have a 
Contest and an extra large issue. Just 
some suggestions. 


| You faithful reader, 

| Jamie Р. Graf 
We were thinking about not even telling 
anyone when it was issue 50 and instead 
celebrate issue 63, just to be different. 


Dear PSExtreme, 


First of all, this letter won't have a suck 
up sentence because l couldn't say 
anything that someone else already hasn't 
said. I'll let you guys use your 
imagination. Lately, "уе heard about 
the soon-to-be movies Duke Nukem and 
‘Tomb Raider. Do you guys have any info 
оп these тоујеѕ?? l've also heard that 
theré is gonna beia movie for Resident 
Evil, but the movie's gonna be called 
Biohazard, which is the game's title т 
Japan. 1 don't know if any of this is true, 
but 1 was hoping you could shed some 
Tight on the subject. 

Also; the new movie Wing Commander 
came out and 1 would just like to tell 
everyone GO OUT AND RENT WING 
COMMANDER 4! That is one of the 
bestigames I've ever played. Why didn't 
you guys give it more than an 83 %? 


Thanks, 
Cade Lambert 
Pilot Mountain, NC 


үе, no new information on any of 
he movies. None of them have even 


started filming yet(!). lt is this mail 
column's opinion that we may never 
see these movies at all. 

83% is a good score for Wing 
Commander 4. lt means that, if you like 
the Wing Commander style of game, this 
is one to buy. 


Dear PS Extreme, 


Please forgive the lateness of my 

subscription renewal. 1 sincerely hope 

that 1 have not angered you! Do not send 
your attack chickens after me — 1 fear 
them! 

O.K., time for "serious" stuff now: 

1) Lwish Sony would make a video game 
T.V., like Samsung’s СХТУ, only with 
a bigger screen and in “PlayStation 
Gray" color. What do you thing of 
this *PSTV" idea? 

2) Desperate for a pinball game, 1 
purchased ‘Extreme Pinball" from 
Electronic Farts (oops, 1 mean Arts). 
lf you ever add an “Excrement” 
section, this game will fit in. 

3) Does Greg still have a PlayStation 
taped to his Zenith? 

4) 1 ат the proud owner of every 
PSExtreme issue (Nov. 75 thru April 

How's 


78)! that for rump- 
smooching?! 

Gary from Cary 

Wow, you're lucky we found this letter... 


it was buried at the bottom of a 100lb 

sack o' mail! The attack chickens were 

poised on your back porch ready to 
pounce the second you walked out. 

Fortunately, you stayed inside for several 

weeks longer than expected and we were 

able to radio them to call off the strike. 

1) Awesome idea! We'd all buy one for 
ourselves if Sony made them. 

2) Ooops. 

3) Yes, but his Zenith is on the fritz and 
he can't get it un-taped to fix it. The 
heat from the TV kind of melted the 
glue on the tape, and when it cooled, 
it sort of became one with the 
plastic... looks cool but doesn't play 
worth di 


diddley. 
4) That’s good. Real good. 
Dear PS Extreme, 


We would like to know about Monster 
Rancher 2. We love games where you 
breed monsters. The first Monster 
Rancher was cool enough, so we want 


public Spinian 


to know about Monster Rancher 2. 
Would you please tell us about when 
Monster Rancher 2 will come out? We 
would also like to know about the 
monsters in it and how much the game 
will be. We would appreciate it. We like 
you guys so much ме buy all kinds of 
stuff for PlayStation. See you guys when 
you write back. 


Thanks, 
Katherine and Jacob 


We hate to be the bearers of bad news, 
but Tecmo (the maker of Monster 
Rancher) has no plans to release any 
new PlayStation games at this time. 
When and if the situation changes, we'll 
be the first ones to publish the fact. 


Dear PS Extreme, 


1 have heard a few rumors suggesting 
that a “Buffy the Vampire Slayer" game 
will be made in 1999 for the PlayStation. 
1 ат a big fan of the series, and 1 was 
wondering: 

1) Who will be developing/producing it? 
2) What will the storyline be? 

3) When will it come out? 

Also, has any genius even thought of 
making this game? If not, 1 think 1 have 
an idea for it. How can 1 talk to any 
companies about it (prefereably Eidos, 
the kings of 3D action/adventure games)? 


Chris Kramer, our resident slobbering 


Yes, 1 too am a diehard Buffy fan, the 
best show on TV these days (since X- 
Files has been weaker this season). We 
have turned up hints of development 
of a Buffy game, but so far there's not 
been anything we can report on. 1 can 
tell you that the Buffy The Vampire 
Slayer license is held by Fox 
Entertainment, so it would seem like 
a natural for their Interactive division. 
Hopefully we'll learn more at E3 this 
year. 


Address all mail To: 
EM MAHL 
Dimension Publishing 
4445 Chess Drive, Suite Е 
Foster City, СА 9+4 
e-mail: 4®Ф quake.neT 
Send Greg Some email! He's 
lonely! OFF @ quake.neT 


you. love E 


115 15 the only 
ame 10 town. 


- GamerzEdge 
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“Top-notch arcade play; the best baseball game АТ”-РСбатег 


‘TruPlay™ Al guarantees true-to-life base running, fielding, and managing 
* Motion-captured polygonal players in a 3D environment ensures authentic major-league gameplay 
° Broadcast-style camera angles and VCR features allow you to replay the action from any angle* 


“all the intricacies of a real game, from line drives to 
the suicide squeeze and the double switch” 
- Family PC 


‘Blazing fast gameplay and all the action of a highlight reel 
‘Pro-style interface that brings you into the game 
+ Head-to-Head Multi-player action via LAN, modem, or Intemet* 


“This game feels like baseball..great gameplay, and super AI. 
No other game does these things.’ 
- PC Sports Games 


‘New 1999 MLBPA player rosters and 1998 career stats 
: Career Mode includes a realistic aging curve, player retirement, and new rookie prospects* 
«Make block buster deals with Multi-player trades and Manage-only mode to control key aspects of gameplay* 


*PC version only 


“This is the best 
baseball game, 
satisfaction 
guaranteed.’ * 


- Trip Hawkins, President, 3D0 
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SONY UNVEILS FIRST PART Y ‘99 LINEUP FROM JAPAN 
During a recent trip to Japan, Sony gave us the 
opportunity to see and play some of their first party 
titles that will be heading to the US later this year. 
A number of these games are currently being 
developed in-house at SCEI, while more than a few 
have already been developed and released by various 
third party publishers, but will be co-published and 
distributed under the SCEA label in the States (much 
like their partnership with Square a few years back). 
Here is the list of titles, along with brief descriptions, 
that will be coming our way in ‘99: 
Ape Escape — SCEI — Action / Adventure — June 
ША first party title being 
ES “evened in-house at SCEI, 
zd Ape Escape is going to be one 
" 9 of Sony’s major games for the 
Summer. Like Crash and 
Spyro, Ape Escape is a 
characterbased 3D adventure. Unlike these two ше 
Аре Escape will have the p ЖЕЗ x 


game to fully utilize both of B 
the Dual Shock controller's 
analog thumbsticks. In fact, 
if you don’t own a Dual 
Shock, you won't be able to play it. In the game, 
you control a young boy who 
must travel through time in 
order to catch a barrel-load 
| of chaos-creating monkeys 
who have commandeered a 
professor’s time machine. In 
order to capture these highly intelligent and oh-so 
pesky simians, you are going 
to have to master ten 
different gadgets. These 
gadgets are operated using 
the right analog thumbstick 
and range from a net, club 
and sling shot, to a remote controlled car, propeller 
and hoola hoop that makes 
you run faster. In addition to 
the gadgets, there are a host 
of vehicles (a raft, tank and 
even a rollercoaster) you will 
find that also make use of 
both thumbsticks, and secret mini-games to uncover. 
The control in the game is truly revolutionary and 
we will revisit Ape Escape in-depth next month to 
give you the full scoop. 

Um Jammer Lammy — Garage — Music /Guitar — September 
Um Jammer Lammy, the eagerly anticipated sequel 


to Parappa the Rapper (one of last 
year’s most unique and artistically Ж 
outstanding titles), has just wrapped up 
production in Japan. Continuing with the same 
visual style and characters created by American 
artist Rodney Greenblat, combined with the catchy 
music masterpieces of m 
Masaya Matsuura, Um 
Jammer Lammy chronicles 
the adventures of Lammy, 
an insecure lamb who 
happens to be the lead 
guitarist for Milk Can, a band which includes Katy 
the cat, who, in turn, is good 
friends with Parappa (she 
d was in the first game). Some 
j of the other characters who 
make a return appearance 

s include good old Joe Chin, 
Chop Chop 1 Master Onion, PJ Berry and even Parappa 
himself (who you get to play 
as after you've beaten the 
game). The major differences |" 
between Lammy and | 
Parappa are that she plays 
the guitar (thus the music ES = - 
having a more “rock and roll” theme) and they have 
added a great two-player option adding a ton of 
replayability to the title. 


Gran Turismo 2 — Polyphony Digital Inc. — 
Driving /Racing — August 


Gran Turismo took the racing 


with amazing visuals, deep 
gameplay and spot-on 
physics. Polyphony, the team 
responsible for the first, are 
planning to give gamers more of what they want. 
This year’s model will feature a total of 20 tracks 
(which include rally tracks), 60 different license tests, 
the addition of ‘70’s muscle cars, improved physics 


and artificial intelligence, PocketStation compatibility, 
drag racing and a race up Pike's Peak. While the exact 
total of cars in the game is 
still being finalized, expect to 
eco see a lot more American and 
Mi. a"; European cars and man- 
: ufacturers, including: Chevy, 
Dodge Ford/ Mercury, Ply- 
mouth, Shelby and Vector. Gran Turismo should show | 
up in the US toward the end of Summer. 


Some of the other titles Sony is currently working 
on are either reviewed or previewed elsewhere in 
this issue. The list is as follows: 


Omega Boost — Polyphony Digital Inc. — 3D Shooter 
— September (see Expecting) 


Star Ocean — Enix — RPG — July (see Exclusive) 
Bloody Roar 2 — Hudson — Fighting — May (see 
Exrated) 
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PS 2 OFFICIALLY UNVEILED! 
Top video game magazine editors around the 
US were given the opportunity, courtesy of Sony, 
to head over to Japan on February 28th under 
the guise of attending a party to celebrate the 
50th million PlayStation sold worldwide. The 
party/conference was to be held on March 2nd, 
and speculation was running wild that Sony 
would take this opportunity, just a few weeks 
before the Spring Tokyo Game Show, to unveil 
the first technical demo and specs of their next 
generation PlayStation hardware. As it turned 
out, most were proven right, and Sony showe 
off its big guns. The conference started by 
showing a brief video celebrating the history o! 
the PlayStation and, from then on, it was a 
about PS2. Ken Kutaragi, SCE's executive vice 
president and со-С00, directed most of the two- 
hour presentation, where the next generation 
hardware’s specs were shown in great detail, 
including complete information on its technical 
capabilities, as well as its backwards compatibility 
with all of the existing PlayStation’s library 
of titles. In addition to the detailed information 
about the system's high-powered chipset, a host 
of in-house and third party software 
demonstrations were given to show off the 
System's amazing potential. 
While the firsts tidbits of information regarding 
the system’s specifications were announced ai 
the IEEE conference a few months back (as wel 
as accurately reported in our February issue — 
Volume 4, Issue 3), the final system specs are 
even more powerful than most had expected. 
The guts of the next generation PlayStation 
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hardware (the actual name for the system has 
yet to be announced) consist of a high-powered, 
188 bit CPU dubbed the Emotion Engine, a 
Graphics Synthesizer, an 1/0 processor and a 
Sound Synthesizer. The system’s basic specifications 
and features are as follows: 
QUSE... 188 bit "Emotion Engine" 
System Clock Frequency ............ 300MHz 
Cache Memory Instruction 16KB, Data: 8KB + 16KB (ScrP) 
Main Memory . . Direct Rambus (Direct RDRAM) 


MemoryiSize р ин 32MB 
Memory Виз Bandwidth..... . 3.2GB per Second 
Co-processor ........ FPU (Floating Point Unit) 


Vector Units .. TT VUO and VU1 

За Floating Point Multiply Accumulator x 9, 
BROAN C CBE Floating Point Divider x 3 

Floating Point Performance ....... 6.2 GFLOPS 

3D CG Geometric Transformation: 

+Perspective Transformation 66 Million Polygons per second 

SONS S + Lighting 38 Million Polygons per second 
NEM S +Fog 36 Million Polygons per second 


Compressed Image Decoder ........... MPEG2 
GRAPHICS ........... “Graphics Synthesizer” 
Clock Frequency ...... eer 50MBz 
DRAM Bus bandwidth . .48GB per second 
DRAM Bus width ................. 2560bits 


Pixel Configuration RGB: Alpha: Z Buffer (24:8:32) 
Maximum Polygon Rate 75 Million Polygons per second 
SOUND .... ооо “SPU8+CPU” 
Number of Voices . . . ADPCM: 48ch on SPUR plus ` 
et definable, software programmable voices 
Sampling Frequency .44.1 KHz or 48 KHz (selectable) 


1... ‚. “Input Output Processor" 
CPU Coretta on). - aces Playstation (current) CPU 
Clock Frequency 33.8MHz or 37.5MHz (selectable) 
Sub BUS irs sie centre’ SEES: 82 bit 
Interface Types IEEE1394, Universal Serial Bus (USB) 
Communication ........ via PC-Card (PCMCIA) 
DISCDEVICE ......... CD-ROM and DVD-ROM 


While only someone with a degree in advanced 
mathematics and engineering could decipher 
these specs, the key features to note are the 
engine running at a super-fast 300MHz (faster 
than the previously announced 850MHz at the 
IEEE) and the mind-blowing amounts of polys 
this thing can crank out per second. Sony is 
stating that the massive combined performance 
of this CPU will not only have applications for 
games, but will be the core media processor for 
‘uture digital entertainment applications yet to 
be announced. Also, they have incorporated 
MPEG-2 decoder circuitry on one chip, making 
it possible to simultaneously process high- 
resolution 3D graphics data and high quality 
DVD images. At its heart, the next generation 
PlayStation hardware has a CPU which displays 
data processing capabilities far exceeding those 
of today’s state of the art PCs, and a rendering 


st =. 
processor that has greater performance than 
that of the highest level graphic workstations. 
This will ultimately allow for unparalleled real- 
ime computer graphics expressions and 
techniques to be used in software for the first 
ime. Imagine being able to control movie licensed 
characters in a video game that looked, acted 
and expressed themselves just like the movie Ё 
— in real time! This is the world the PSR will 
have to offer. | 
The system itself will have 32MB of RAM and 
the Graphics Synthesizer will clock in at 150MHz 
with 4MB of RAM embedded on the chip, allowing № 
for massive bandwidth (2,560 bits). As a direct 
comparison, the next generation PlayStation 
hardware is said to be 15 times faster thana $ 
450MHz Pentium П PC and three times faster 
han a 500МН2 Pentium Ш. 
While the specs are all fine and dandy, everyone 
will agree it’s the software that can show a 
system’s capabilities and, to that end, Sony 
did not disappoint. In addition to a variety of | 
in-house technical demos, which included the 
prerequisite bouncing balls, an amazing fireworks 
display (showing off the hardware’s 3D particle 
capabilities), and, our personal favorite, а sink f 
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full of unbelievably photo-real water with a bar 
of soap and a controllable rubber ducky, it was 
the third party developer demos that stole the 
show. 

Gran Turismo Demo: Polyphony and Sony 
showed off a re-tooled version of Gran Turismo 
running on the new hardware. The game was 
re-rendered in ultra-high res and ran at 60fps. 
What looked like to be a looping pre-rendered 


demo was an actual playable game and produced 
its share of gasps, “ooohs” and “ahhhs” from 
the attendees. 

Namco Tekken Demo: Namco took characters 
from Tekken 3, re-modeled them with high-poly 
counts (they looked like the CG images from the 
opening movie in the PlayStation game) and 
dropped them into an extremely detailed back 
alley street at night. The background 
environment was displayed in 3D, showcasing 
smoke rising from the street, a reflective gas 
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tanker, glowing street lights, gritty buildings and 
a crowd of over 20 onlookers who were all 
individually animated. Again, we were all 
dumbfounded when the speaker from Namco 
and the presenter picked up the controllers and 
started fighting against each other. 

From Software Demo: From Software (the 
makers of King’s Field and Armored Core) stuck 
with their fantasy roots and showed off a 


cemetery filled with complex and animated 
skeletons. In the middle of the demo, a glowing 
fairy flew down and around the skeletons, then 


ET {аа Em 
gave rise to a huge skeletal dragon. Very 
impressive. 

Square Demos: Square brought along three 
demos to show off the hardware’s capabilities. 
The first shwocased a model of a character that 


is being worked on for their upcoming Final 
Fantasy CG movie next year. This is the same 
demo that was shown at SIGGRAPH a few 
months back on SGI workstations and displayed 
Mime animation to create various expressions 
on а photo-realistic face. The second 
demonstration was a scripted fighting sequence 
that involved as many as eight characters 
fighting against each other on screen at once. 


ПЛГЕ s = 
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This demo showed what 3D fighters of the future 
might be like and, even being the least impressive 
of the bunch, was amazing in of itself. The final 


demo took Squall and Rinoa from Final Fantasy 
VII and showed what looked like a pre-rendered 
CG sequence of the two of them dancing. While 
it looked nice, we don’t think anyone was 


Ж i 


impressed until the presenter took the controller 
and started to move the camera around in real- 
time. Only then did it become apparent that we 
weren't looking at an FMV sequence but real- 
time 3D characters. 
It’s apparent that the next generation PlayStation. 
hardware is going to push technology way over 
the edge, as well as set the bench mark for all 
other competitors (even PC) for years to come. 
What we need to keep in mind for the time being, 
is that the actual console is still a ways off, 
especially in the US. At present, Sony is vaguely 
stating that the console is going to be released 
into the Japanese market during the fiscal year 
ending March 2000. An overseas, US introduction 
is planned to follow in the Fall of 2,000. Of 
course, this time difference is to allow software 
developers to begin developing new titles. 
Development kits are just now starting to go out 
to third parties. In the meantime, we will be 
back with any and all information regarding the 
new hardware, third party licensees and software 
announcements as they become available. 
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| 3 BEST SELLIN 
Wes Srey 


THQ's 989 Studios" Sony's Sony's 
WCW/NWO Thunder Frogger Syphon Filter Gran Turismo Crash leds 2 


Konami's EA's THQ's Sony's 


Metal Gear Eu NEA Live 99 Crash Bandicoot 3: Warped 


т: 
coverage retail price 


40 


average retail price |. 


542 


Source; NPD TRSTS Video Games Tracking Service Р 
900 West Shore Road, Port Washington, МҮ 11050 ** Not in Top 10 Last Month 
(516) 625-2294 


The ratings reflected above are those of Dimension Publishing and do not represent the opinions of NPD TRSTS. 
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Твое Presente 


Each month we’ll pick the best code sent in 
by our loyal and intelligent readers and 
send that person a brand spankin’ new 
copy of AGETEC’s hot new Drivin’ 
Destruction game for the PlayStation, 
or, if 
fighting’s your thing, AGETEC’s 
(you decide). But wait! 
That’s not all: if you act now, we'll also 
include AGETEC’s super stylish 
for the PlayStation, 
for your controlling pleasure, PLUS 
of the best, the first, 
monthly dedicated PlayStation magazine, 
‚ of course! Whoa! That’s a lot of 
cool stuff for just a code; what are you 
waiting for? 


Thanks and a great big hug goes out to 

Kamil sent 
us two really neat codes for two really 
neat games. Because he sent us these 
codes, he will now get prizes. If you want 
prizes, you should send codes, too. Are you 
reading this? Send codes, win prizes! It’s 
that easy! 


9 VARVO CSRPEOFAT HEN 
ALL RECHTS FESS 


At the title screen, press Ө, +, +, +, 
Ө. If you entered the code correctly, 
you will hear a sound and a small face 
will appear at the bottom right portion 
of the screen. 


At the title screen, press ©, +, +, ©. 
If you entered the code correctly, an 
ant will appear in the lower right 
corner of the screen. 


CONTEST RULES: Anyone of any age can enter. The only people not 
eligible to win are employees of Dimension Publishing or AGETEC, their friends, 
family, pets and anyone they talk to or know of. Dimension Publishing reserves 
the right to make any and all decisions regarding the contest. One winner per month 
will be chosen, at Dimension Publishing's discretion, based on the code or trick 
supplied by the entrant. И you win but do not specify, in your code submission, 
which prize you want to receive, then we will choose for you. 


CODES, HINTS & TIPS > fec 


Press NEN + ШЕШ + БЕШ + ШЕЙ at the 
options screen. An "Extra Options" menu 
with weapon control, blood color, view 
control, retreat turn, walk/run control, and 
auto aiming selections will appear. 

Codes submitted by Sean "The Dark Jedi" Davis 


In the chase scene, when you get into the 
truck with the machine gun, by pressing 
and holding both the fire and first person 
view at the same time, it allows you to get a 
first person perspective from solid snake. 
This tip is very useful when you have to 
shoot the guards and liquid snake 

Code submitted by Kevin Negin 


At the title screen, hold - + EXB + 
си. 


Beat the game with any character in arcade 
mode. 


Beat the game with any character in arcade 
mode without using any continues. Then, 
Shen Long may be fought in a special stage. 


Defeat Shen Long in the special stage. This 
also unlocks "Ending 1" on the "Movies 
and Pictures" menu. 

Beat arcade mode to access the custom 
option, with big head mode, recovery speed 
and other selections. 


Beat the game with any character in story 


mode. 


Beat the game with any character in story 
mode without using any continues. 
ICEI 


Defeat fifteen or more characters in 
survival mode. 


Beat the game with all characters in arcade 
mode. Then at the character selection 
Screen, press Start to choose a fourth 
costume. 

Code submitted by Rick Logunst 


Pause the game and press ®, ©, XN, ШЕШ. 
[ R1 | * [n2 B 


Pause the game and press @, ©, ШЕШ, 
+ ЕВ. 
Codes submitted by Heath Wilkins 


At the title screen, highlight either the "R- 
Туре" or "В-Туре II" options. Then, quickly 
press № (х10), ШЕ (х10). Now begin a 
game and press Start. Any level, including 
the ending FMV sequences, may now be 
accessed through the "Stage Select" option. 


Pause the game in R-Type or R-Type II. 
Then, hold and press %, Ф, +, 9, +, +, 
Ф, > followed by one of the following buttons 
for various weapons: ©, ®, @, ©, ог EIE. 
Pause the game in R-Type or R-Type II. 
Then, hold and press %, Ф, +, +, ¥, +, 
+, + followed by (9 to increase ог @ to 
decrease the speed. 


MOTIO 
Pause the game in R-Type or R-Type II. 
Then, hold and press >, f, +, #, $, +, 
*, +, @. 

Codes submitted by Heath Wilkins 


00010000 


uf I ) UP 
Press +, MEN, ++, ¥, +, БЕШ, ШЕШ, ШЕШ, ¥, 
Ф, ¥ at the main menu. The sound of an 
explosion will confirm correct code entry. 
Select any ship, begin game play, then quit. 
All four ships will now be powered-up and 
Sector 5 will be available for game play. 


Enable the "All ships powered up" code. 
Then, press €, *, , КЕЕ, КЕШ, 
WEB, €, >, 2 at the main menu. The sound of 
an explosion will confirm correct code entry. 
Select any ship, begin game play, then quit. 
The Wraith ship and Sector 8 will be 
available for game play. 

ALTERNATE ANE 
Press ¥, f, ШЕШ, >, ШЕШ, +, >, Select, >, 
[no M ШЕШ, at the main menu. The sound 
of an explosion will confirm correct code 
entry. Faces of the development team will 
appear in the place of the planets in the first 
four levels. The next four levels will have 
other objects replacing the planets. Note: 
This code may not be enabled with the "All 
ships powered up" or "Wraith ship" code. 


ELS: 
, +, ШЕШ, ¥, Select, €, ¥, 
EACHACH, Select, Ф at the main menu. 
The sound of an explosion will confirm 
correct code entry. Four bonus missions that 
feature World War II aircraft and other 
hidden targets will be accessible. Note: This 
code may not be enabled with the "All ships 
powered up" or "Wraith ship" code. 
Codes submitted by Sean "The Dark Jedi" Davis 


While T 'ai Fu is walking between levels, 
press + КЕЙ. Then, any part of the map 
may be explored. 


FINAL BOSS BATTLE 
Enable the "Unlock map" code. Then, press 
© while exploring the map to advance to the 
final Boss with all styles. 


Codes submitted by Heath Wilkins 


aan 
Press (8) + © at the main menu. The sound 
of a chicken will confirm correct code entry. 
Then, press EES, ШЕШ, БЕШ, EE to enable 
that option. 

Press (8) + © at the main menu. The sound 
of a chicken will confirm correct code entry. 
Then, press KEN, ШЕШ, n: Min: to enable 
that option. 


^H KI MODE 
Press (8) + © at the main menu. The sound 
of a chicken will confirm correct code entry. 
Then, press ЕШ, ШЕШ, ШЕШ, to enable 
that option. 
Ri AT MO: 
Press (8) + © at the main menu. The sound 
of a chicken will confirm correct code entry. 
Then, press BEN, ШЕШ, ШЕШ, to enable 
that option. 
JNLIMITEL Е E 
Press (8) + © at the main menu. The sound 
of a chicken will confirm correct code entry. 
Then, press ЕШ, ШЕШ, to enable 
that option. 
М ( 

Press (8) + © at the main menu. The sound 
of a chicken will confirm correct code entry. 
Then, press ШШ, KEN, NER, KEN to enable 
that option. 


Press ® + © at the main menu. The sound 
of a chicken will confirm correct code entry. 
Then, press ШИШ, KEN, ШЕШ, to enable 
that option. 
Press (8) + © at the main menu. The sound 
of a chicken will confirm correct code entry. 
Then, press WES, ШЕШ, CIE, to enable 
that option. 

ЕТ, 2 BOATS 
Press @ + © at the main menu. The sound 
of a chicken will confirm correct code entry. 
Then, press KEN, KEN, ШЕШ, to enable 
that option. 
LEVEL 3 BOATS: 
Press (8) + © at the main menu. The sound 
of a chicken will confirm correct code entry. 
Then, press MSN, ШЕШ, ШЕШ, to enable 
that option. 
Codes submitted by Sean "The Dark Jedi" Davis 


Send all code submissions to: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 

or email us 


GAME 


Have Max Slots.............- 300BCADF 0028 
Infinite Health ............ 300BAO0BD 0040 
800BAOBE 0006 
Infinite Ammo A11 Weapons...800BA008 0001 
Have Map ............. ......8008СВ98 0002 
Walk Thru Walls [Note 1]....8006A5B8 A997 
8006A5BA 0801 
8006A694 ASAE 
8006A696 0801 
0000 
. 0110 
800BCCBC 0008 
Maxium Brightness Option....300BC74B 001F 
Roller Skate Mode ..800BA132 3800 
Infinite All Items 1.. ..50002804 0000 
300BCA35 OOFF 
...8005346Е 2400 
.....8008СС84 0000 
800BCC86 0000 
Radio Always On............. 800BCAEO 0001 
Completed Map .............. 800BCCO8 FFFF 
800BCCOA FFFF 
800BCCOC FFFF 
800BCCOE FFFF 
800BCC10 FFFF 
Flashlight Always On........ 800BC35C 0100 
Control Demo Mode [Note 3]..D00BC76C 0100 
800BCCB2 00Е0 
DOOBC76C 0100 
800BC258 0004 
All Weapons [Note 4]........ 50000404 0001 
300BCA34 00А0 
50000304 0001 
300BCA44 0080 
50000404 0001 
300BCA50 0084 
300BCA60 00E2 
Note 1: With this code, be careful, as 
inside a wall the camera angle 
Changes; you need to know where 
you are to get back onto the 
Screen. 
Note 2: With this code, go to save game 
Screen and press Up & L2. (DO NOT 
USE ANYWHERE BUT SAVE MENU!) 
Note 3: With this code, press and release 
L2 at the Silent Hill title 
Screen. If done properly, the 
Screen may appear to move down. 
Don't push any buttons and wait 
for the demo to begin. 
Note 4: WARNING: This will overwrite 
other items unless you start a 
new game!! 


Always First Save... 
Quick Load [Note 2].. 


Infinite All Items 2.. 
Game Time 0:0:0.. 


DERE bu the rtalians. 


wo wonder it's attracted 
to anything with curves. 
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"The first great racer of 1999 could be a Gran Turismo Killer." 
- Official PlayStation Magazine, February 1999 
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It is speed incarnate. Its sexy 
sheet metal restrains a 3000 
cc power plant that hits O-190 
mph in the snap of a linguini. 
It is the Bisonte - just one of 
the automotive marvels that 
scorch the streets in R4. With 
over 300 new cars, 45 fantas- 
tic models, 8 thrilling courses, 
a 2-player split-screen mode 
and only one way to drive. 
Fast. R4’s asphalt gulping 
graphics and spectacular 
racing environments deliver 
racing speeds that were once 
deemed impossible. But not 
anymore. Now you've got R4. 


Ciao, baby. 


RIDGE RACER TYPE 4 


Think fast. Drive faster. 
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"R4 has to be the best-looking PlayStation racer ever (yes, edging out even Gran Turismo)." 


- Official PlayStation Magazine, December 1998 


* Sensational 
graphics and lighting 
effects give every 
race a cinematic feel 


* Race at all times of 
day and night, even 
during dramatic 
sunsets 


* Relive your greatest 
moments through the 
dynamic-camera 
replay mode. 


* Watch your race 
with all-new motion- 
blur effects 


* Battle head-to-head 
in split-screen vs. mode 


* Speed-tuned physics 
keep the arcade-style 
action fast-paced 


* Championship 
performances unlock 
secret hidden supercars 


* Don't be afraid to 
bump the other car, 
it's all part of a 
winning strategy 


= > Join one of four 
international race 
teams - each with 
individual strengths 
and weaknesses 


* Design original logos 
to customize your car 


* Race on 

gorgeous 

cityscape, 

| countryside 

| and racetrack „ 
courses = 


N 
* Money can't buy 
victory. You've got 
to earn new cars 
with your race 
performance 


e Experience all 
the ups and 
downs of a full 
racing season in 
the Grand Prix 
mode 


* Includes a Ridge 
Racer Turbo Mode 
bonus disc with 8 
60 FPS tracks 


PlayStation 


Having been born in 1969 (I'm now 30 for the math-challenged), 
| was the perfect age to witness the spectacle that was Star Wars. 
In fact, at that time, my next door neighbor's dad had worked on 
the special effects for the first movie and invitedmy family and | to 
see a pre-screening at the 20th Century Fox lot before its release. 
Needless to say, like most adolescent boys during the ‘70's and '80's, 
1 was sucked into the phenomenon that was the Star Wars Trilogy and 
don't have any problem admitting that | own most of the action fig- 
ures and, from time-to-time, have to physically stop myself from bid- 
ding on a $3,000 Darth Vadar statue or some other cool but useless 
piece of SW memorabilia on eBay. So, when the fine folks at LucasArts 
invited myself and fellow editor Chris Kramer up to their San Rafael 
offices last month (we've been under a strict non-disclosure agree- 
ment until March 25th) to see the new Episode One titles, we made 
a beeline for the Golden Gate Bridge faster than you can say “May 
the Force be with you.” 

The worst part about seeing "The Phantom Menace" PlayStation/PC 
game (it was originally titled Episode I: The Adventure, but was changed 
atthe last minute) before seeing the movie is that all parts of the sto- 
ryline have been exposed to us. Both Chris and | have been painstak- 
ingly diligent in avoiding the official and unofficial magazines and 
websites (except for the movie trailers, of course) which have been 
leaking parts of the story here and there. If you're like us, you prob- 

ú. Pout SC \ ably don't want to know the intimate details of the movie before it's 
1 i. X36 Е 791 x wu ГАД WE released, so I'm going to skip over the storyline of the game other 
1 than to say that it follows the movie from beginning to end. 

The Phantom Menace for the PlayStation, it turns out, is a 3D 
action/adventure (there is also an N64 Episode I title in the works, 
but it is strictly a racing game that revolves around the Pod race seen 
in the first trailer). In the game, you get to control four characters 
— Obi-Wan Kenobi, Qui-Gon Jinn, Queen Amedella and Captain Paneka 
— who will have to execute a fair share of action, exploration, fight- 
ing and puzzle solving to make it to Episode II. While the game is pre- 
sented in 3D, the camera is pretty much locked into an overhead, 
isometric perspective. Each character will have their own set of moves 
and attacks, which include jumping, running, swimming, wielding 
weapons (lightsabers, phasers, bazookas) and automatic blocking. 
When your character encounters an NPC, you get the ability to talk to 
them, RPG-style, in order to advance the game. In fact, like some 
PC (and PlayStation) point-and-click adventures of the past (such as 
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Psygnosis' Discworld), you will be given a menu of different questions to ask — some hostile, 


some friendly — and can even use the Force suggestively to bypass certain obstacles. Displayed 
in text boxes, these questions are also voiced in speech, using the same actors from the film. 
We're told that, in addition to borrowing sampled speech from the movie, new and original voic- 
es were recorded for the game. Examples of the puzzle elements run from accomplishing 
side quests, such as finding certain keys and items, to escorting and protecting the Queen dur- 
ing a tense battle-filled escape (oops, didn't mean to reveal a sub-plot, sorry). Some other 
tidbits of game-related information: the game will feature John William's musical score, 
which will be reactive to what's happening on-screen, and will be filled with beautiful, CG- 
rendered cinematic cutscenes. 

The Phantom Menace video game has been in development for the past two years and is 
being programmed by Big Ape, who has a long-standing history with LucasArts. Believe it or 
not, these are the guys behind Herc's Adventures, Zombies Ate My Neighbors and Metal Warriors. 
This is obviously a HUGE title for them and we have our fingers crossed that it ends up being 
a great game, wiping the slate clean of LucasArts' previous, less-than-stellar Star Wars universe 
PlayStation releases. 

Unfortunately, we were only given a few of the PlayStation screen shots, so some of the 
ones displayed on these pages are from the PC version (which is currently in simultaneous 
co-development). We promise to have a lot more next issue, as the game is scheduled for a May 
23rd release. 


У DLL 


EVERYONE 


www.playstation.com 


A deadly mist grips the land. Jn its wake lies a decomposing herd of corpses. Jn its path 
are the last remaining outposts of civilization. 7o save them, you must fend off an army 
of mad beasts, a giant monster and a mysterious wizard who will stop at nothing short of 
total annihilation. The secret that you will discover lies in the Genesis trees. Can you 


find and save all the trees? Ir will you be taking опе last breath before the long dirt nap? 
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Like SquareSoft, Enix has a long-running history with role 
playing games that dates way back to the pre-8-bit days of the 
MSX. Best known for their Dragon Quest series on the NES and 
Super NES (Dragon Warrior here in the States), they recently 
completed and released (in Japan) their first PlayStation RPG 
— Star Ocean The Second Story — which is now headed for 
our shores courtesy of SCEA. Star Ocean is sure to be another 
masterpiece, with its impressive level of detail, immersive and 4 
cutting-edge storyline and unique mix of 2D sprites, 3D poly- % 
gons anid.pre-rendered backgrounds. 
d Most RPG. players will agree; ап RPG's storyline is one 
№ ор if not the most important aspects of the game and Star 
Ocean doesn't disappoint. Taking place 20 years after 
A eee, ‘he first (the original Star Ocean was a Super 
Famicom/SNES title, hence the title The Second 
Story), you take on either the role of Claude 
" Kenny, who happens to be the son of Ronixis 
^ p Kenny, the father and hero from the first game, 
^ or Rena, a young girl who's destiny becomes 
intertwined with Claude's. The setting is decid- 
edly Science Fiction — not the typical fanta- 
sy/medieval fare most RPGs are set in — and 
revolves around a meteorite dubbed “The Sorcery 
Globe” that was unleashed by ten Wise Men and a cou- 
ple of angry Gods. This meteorite is the cause behind 
the appearance of deadly monsters and strange occur- 
rences, which have overtaken the planet and are quick- 
ly eliminating all of its inhabitants. It's up to Claude and 
Rena, who have been thrown together by fate, to unite 
and dispel the evil Gods and return their planet to peace. 
In addition to the in-depth storyline, Star Ocean has 
a list of special features and unique options which promise 
to make this RPG a memorable experience. For starters, 
the game features a “Double Hero" system, which allows 
gamers to choose to play as either Claude or Rena; offer- 
ing two different storylines connected by gorgeous cin- 
ematic CG sequences that dramatically tie their storylines 
together. During the game, up to eight allies will join 
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your party at any time, making for some pretty intense melee battles. The com- 
bat system will appeal to all levels of RPG gamers by delivering a great real-time, 
interactive experience with a choice of three different modes: Standard, Semi- 
Active, and Full Active. The Standard Mode is perfect for beginners, with a tra- 
ditional turn-based battle system. The Semi-Active Mode has been developed with 
intermediate gamers in mind, allowing you to manually move your characters 
on screen during battles while choosing your targets. Finally, the Full Active s 
Mode provides a high degree of freedom, allowing you total control 
over your character and delivering more strategy in combat tactics. It's 
also possible to pause the game during a battle and take control of 
the other computer-controlled party members. Star Ocean also intro- 
duces a new feature titled the “Private Action” system. The sys- 
tem opens up side adventures that can ultimately change the outcome 
and storyline of the game. The Private'Action system will allow 
characters to form relationships and build their emotional lev- 
els, forcing them to think and feel for themselves. In all, there 
is said to be a possible 80 different endings to uncover, mak- 
ing this game one of the longest RPGs to date. Not content to \ ^ 
stop there, the developers have also created the “Skills System", 
‚ where players will be required to learn new skills then use them 
4 io create items from raw materials; via cooking, alchemy, mining, 
chemistry and more. In this sense, players won't just be able to find 
an item and equip it, they will actually have to acquire the skills to 
х create-the items before they can be used. Enix have stated that 
\ МЕ there are up to 40 different skills to learn. 
| As you can see, Star Ocean The Second Story promises to 
be an exceptional production from Enix and will challenge every 
hard-core RPG fan, while making it an enjoyable experience 
J for the RPG novice. The game is tentatively scheduled for a 
Summer release and will span two discs. With the introduction 
of Star Ocean for the PlayStation, can the next Dragon Quest 
(which is currently well into production for the PlayStation in 
Japan) be far behind? 


989 Studios and the 989 Studios logo are trademarks of Sony Computer Entertainment America Inc. Developed by 989 Studios. ©1999 Sony Computer Entertainment America Inc. Playstation and the Playstation logos are registered trademarks of Sony Computer Entertainment Inc. 
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Huge air. Phat moves. And sick tricks. It's 3Xtreme. The com- 
pletely insane freestyle racing game where you pull off more than 
45 different tricks on 27 different tracks. Not only can you nail 
kick-flips, grinds and 720 backflips, plus hundreds of combos on 
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in-line skates, BMX bikes and skateboards, but you can also eoo) 


throw punches and jabs. Which brings new meaning to the STUDIOS 
phrase, “beat the competition.” So pick it up, and remember. If 
you're looking for a little friendly competition, play badminton. 


This is an easy enough sell; take the Resident Evil 2 engine, 
replace all the prerendered backgrounds with actual 3D objects 
and environments, include some cool new camera tricks and fill 
the game with fast, angry dinosaurs instead of zombies. You're 
probably already figuring, “Okay, I'll buy it, who do | give my 
money to?” Capcom, you nut, who else? 

You're part of a capture team trying to kidnap a brilliant 
scientist from his island lab in order to nab his top-secret pro- 
ject. Sounds easy enough, but there just happens to be a Нее! 
of big, hungry lizards. You must kill them or run away scream- 

ing. Good stuff. 
——.. Details are still sketchy on this awesome new title, but you 
can count on PS Extreme keeping you up-to-date on the project 
as it progresses. Until hen, enjoy the array of screens we were 
able to uncover. 


Get reacquainted with an all-new GEX. 
And his Miss Adventures. 


| GEX3 | 


vor 
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® All-new intuitive camera system guides you through hazardous 3D missions 
® Over 25 all-new disguises with new abilities like scuba diving and snowboarding 


* Baywatch's Marliece Andrada stars as Agent Xtra in all-new full-motion video 


* An all-new СЕХ spits fireballs, controls tanks, crocodiles, burros and more 


www.eidosinteractive.com 
www.crystald.com 


PlayStation 


ACCOLADE • SEPTEMBER 


From Pitbull (the developers of Accolade’s latest Test 
Drive and Off Road titles) comes Demolition Racer, a 
new action racing game in the theme of Psygnosis’ 
Destruction Derby series. Using a highly modified 
version of the Test Drive graphic engine, DR will allow 
players to choose from eight different cars and com- 
pete in several types of demolition derby events, 
which include straight forward demolition racing, 
bowl matches, stock car racing, last man standing 
and suicide racing. The focus will be on accurate 
physics, and damaged cars will not only suffer from 
performance degredation, but will visibly show dam- 
age, as hoods, tires, doors and other parts fly off the 
cars. In addition, a variety of driving conditions 
will be featured in the game — which include mud 
and night driving — as well as huge jumps provid- 
ed for some spectacular mid-air collisions. When all 
is said and done, DR will deliver fast, single and two- 
player, 30 fps smash-em crash-em racing, coupled 
with a hardcore musical soundtrack featuring licensed 
bands such as Fear Factory and Empirion. 


ACE COMBAT 3 


NAMCO • AUGUST 


Namco continues to do what they do best — deliver consistent 
sequels to some of their most popular arcade titles. Ace Combat 
3: Electrosphere is no exception. This third game in the on- 
going series features improved graphics, more heated dogfights 
and a new story and design concept. Whereas the first two 
games took place in a world similar to our own, on battle- 
grounds similar to third world countries, AC3 will introduce 
a “New World” somewhere in the future, whose society, cul- 
ture and mankind is different than the one which currently 
exists. In addition to a new lineup of planes and jets to take to 
the skies, Namco has developed a new mission structure in the 
game as well. In AC2, you only had one choice to change the 
course of your campaign. Ace Combat 3 introduces a new multi- 
mission structure (similar to that of Colony Wars) where there 
will be a direct effect on the missions and story development 
of the game, depending on the players’ actions and perfor- 
mance during the missions. In addition to the upgraded, third 
generation graphic engine, the game will also feature a “vir- 
tual cockpit mode,” allowing you to look around in the cock- 
pit with the use of the analog thumbsticks. 


SCEA • JULY 


Here's a total departure from the developers of Gran 
Turismo and Motor Toon Gran Prix — a Macross- 
Style space shooter that plays similar to Sega's pop- 
ular Panzer Dragoon series. Showcasing some of the 
most amazing visuals seen in a PlayStation game, 
Omega Boost mixes incredibly detailed polygon mod- 
els with jaw-dropping special effects and the best use 
of pre-rendered, CG FMV we've ever seen in a game 
to date. In the game, players strap themselves into a 
huge mechanized robot and head into space to take 
on a fleet of hostile aliens. While there’s not much to 
the storyline, the gameplay is fast, furious and intense. 
Like Panzer Dragoon, you can line up your targets 
then let loose with a barrage of missiles. Unlike Panzer 
Dragoon, you are not on rails and can fly around, 
to a limited extent, 360° in any direction. Omega Boost 
also features two different camera perspectives — 
1st and 3rd person — and allows you to record and 
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ACCLAIM • SEPTEMBER 
Originally thought to be developed just for the PC 
and N64, Acclaim surprised us all with the first screen 
shots of Shadowman for the PlayStation this month. 
Most likely a bit behind the other two in terms of devel- 
opment, Shadowman for the PS will feature the iden- 
tical, Tomb Raider-style 3D gameplay when it’s released 
this September. Set against the mysterious backdrop 
of Voodoo mythology, Shadowman puts players in the 
role of Mike LeRoi, English Literature graduate now 
turned hired assassin. Operating within the dark and 
seedy underworld of New Orleans, he has the ability 
to cross over into Deadside (the world of the dead) 
at will, where he becomes the Shadowman — an immor- 
tal voodoo-warrior with astonishing powers. Based 
on the license from Acclaim’s comic book division, 
Shadowman will feature a brilliant, go-anywhere 3D 
engine, amazing special effects, a dark and intrigu- 
ing storyline and plenty of exploration, action and puz- 
zle solving. While there isn’t much more information 
available at this time, we will hopefully be back next 
month with a hands-on preview. 


SHADOW! 
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KNIGHTS OF CARNAGE 
n ee CE Ww  _. 
Travel back with us for a moment, to the old days where 
side-scrolling games such as Golden Axe were king. These 
alcyon days of the past are all but gone due to the advent 
of gamers desiring a little bit more than mindlessly slicing 
their way through wave after wave of goons and goblins. 
While more in-depth and complicated games are unanimously 
welcomed, sometimes a simpler, straightforward arcade-style 
ack-and-slash is needed to fill the gap. THQ’s Knights of 
Carnage takes brave PlayStation owners back to this sim- 
ler era, where а, lone duo must set out on a rampaging quest 
to destroy the evil that has taken over their homeland. As 
one of these heroes, it’s up to you to tear apart everything 
in your path, using swords, axes, magic gauntlets and other 
medieval weapons of the time to deliver your version of jus- 
tice. Knights of Carnage will feature one or two player simul- 
taneous hack-and-slash gameplay, an engrossing dark fantasy 
setting and storyline, multiple power-ups and weapons to 
discover, bonus stages, boss levels and a “merchant-style” 
upgrade system, as well as over a dozen nasty and vicious 
enemies and evil creatures to engage in battle. 


WIPEOUT 3 
PSYGNOSIS • 4TH QTR 


One of the most popular racing series’ on the PlayStation, 
the Wipeout series has gone almost two years with- 
out a sequel (not counting the №64 version, of course). 
Thankfully, Psygnosis has recognized that the market 
is ripe for a third and are currently in the middle о 
development on the title. Wipeout 3 (working title) wi 
offer gamers new ships, new levels, new weapons and 
new features. Set even further in the future than the 
last two, the game will still retain the design flair and 
look and feel of the past games but with upgraded graph- 
ics, gameplay and control. One of the new features wi 
be the ability to take your shield energy and use it as 
а turbo boost. This adds a risk vs. reward factor as you 
will quickly become vulnerable if you abuse it, but 
will need to if you are stuck behind an opponent or need 
to catch up to the pack. In addition, WO3 will feature 
another killer soundtrack (licensed artists are still to 
be announced), bigger, faster and better tracks and two 
player, split-screen racing. More info next month. 


KONAMI 


EVERYONE 


| > size of your skill, with Fisherman’s 


Bait you can prove it! b ated arcad now on PlayStation® Two player 
ish against a k function lets you feel the bass biting 
T oftware Association. PlayStation and the PlayStation logos 
и Co., Ltd. ©1999 Konami of America, Inc. All Rights Reserved. 


Fisherman's Bait is a trademark of 
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THOUSAND ARMS 


In development for nearly three years by Red Company (the design- 
ers behind Bonk’s Adventure and the Sakura Taisen series in 
dapan), their latest effort, Thousand Arms, promises to deliver 
one of the most unique role playing experiences for the PlayStation. 
According to Atlus, this is one of their most ambitious localization 
projects to date and they are currently working towards a US 
Summer release. Set in a mythical world of swords and machines, 
you take on the role of Meis Triumph, the youngest in а genera- 
tion of noble blacksmiths. As Meis, you are thrust into an epic 
quest which eventually leads you to an ultimate confrontation 
of evil in which the entire fate of Meis’ world hangs in the bal- 
ance. This two-disc RPG comes packed with high-quality anima- 
tion, over 12 hours of spoken dialog and will feature original 
opening and ending songs by Ayumi Hamasaki, (an up-and-com- 
ing J-pop artist). In addition, expect to experience a unique bat- 
tle system, which combines a mix of 2D animation with 3D 


AJ Г j Em i р = | = environments and vehicles, and an innovative “Meister System” 
V | Ņ | Е ATI р. a D |= which substitutes the traditional system of powering up weapons 

ы ие U UUO and gaining special abilities with the ability to endow every weapon‏ س 
with a special elemental characteristic.‏ 


ACCLAIM • JULY 


Once held by THQ, the exclusive rights to the WWF and WCW 
have been “wrestled” out of their hands and divided among 
some of the other major video game publishers. Along with 
EA (who will be throwing their hat in the ring this year with 
WCW Mayhem), Acclaim has WWF Attitude, their follow-up 
title to last year’s WWF War Zone. Starring over 40 WWF super- 
stars, Attitude (according to Acclaim) will feature incredible, 
no-holds-barred wrestling action just like the “real” thing seen 
on TV. The game is being developed by Iguana West (creators 
of NBA Jam ‘99 and Turok 8: Seeds of Evil for the PC) and 
will offer would-be wrestling fanatics a host of new features 
and options, while striving to capture all of the attitude and 
high-energy entertainment that is the WWF. Some of these fea- 
tures include: a Create Your Own Pay Per View Mode — Title 
Belts on the line, Specialty Matches, Authentic WWF Special 
Events, Career Mode — the ability to wrestle as an individ- 


ual or tag team and work your way to the title, new Create- i m d = P 
a-Wrestler Mode — customize your wrestler's moves as well > <“ = Peal . mum 3 
as create his look and theme song, new arena environments, 989 STUDIOS • AUGUST 
photo-realistic wrestlers and two man commentary featur- б g 3 се 
ing Shane McMahon and Jerry “The King” Lawler at ringside. Е 989 Studios’ Xena: Warrior Princess for the PlayStation is 


currently well under way. If the team sticks to their devel- 
opment cycle, they should have the game ready to roll this 
Summer. Based on the bafflingly popular (sorry, we don’t 
get the whole Hercules/Xena phenomenon) UPN television 
show, the PlayStation game will be a 3D action/exploration 
affair. From the looks of the screens presented on this 
page, you might be fooled into thinking that Xena's a Tomb 
Raider-style clone. Instead, 989 has opted to go for a more 
straight-forward, Final Fight-style game where the empha- 
sis is on fighting rather than puzzle solving. In the game, 
you take on the role of Xena and will have a huge reper- 
toire of moves at your disposal, as well as your trusty, 
razor-sharp Chakram. The game is displayed in a 3rd-per- 
son perspective and features large go-anywhere levels to 
explore and do battle on. While the game is still a ways 
off, were pretty sure that, due to the strength of the license, 
it’s almost a guaranteed success. We'll have more in-depth 
information on the title as it becomes available. 
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Come join the masses. 
Discover the phenomenon that 
P мик PSEKtreme.com. 


A VIEW FROM THE DRIVER’S SEAT 
The only question | have for Driver’s developer, 
Reflections, is: “What took you so long?” While it looks 
like it is going to take а little while longer for Driver to 
make it to retail shelves (July 9 is the product's street 
date), we are lucky enough to be the first magazine 
in the US to bring PlayStation gamers a hands-on 
preview of what looks to be the video game equivalent 
of a Hollywood summer blockbuster. The concept is just 
so perfect for a video game that it is surprising that we 
haven't seen the idea make the light of day on the PlayStation 
before this. And, with Reflections' pedigree as developer 
of record for both Destruction Derby 1 & 2, you have 
to know they are the perfect guys for the job. Heck, 
the DD series is the king of pain when it comes to 
depicting real-time damage to vehicles in a driving 
game and, with Driver's "Bullit"-style environment, 
there are going to be parts strewn all over the 
battlefields that are disguised as cities. 

Driver casts the player as, well.. a driver. Not 
just any driver mind you, but an undercover cop (name: 
Tanner) that is attempting to infiltrate a powerful 
crime ring whose influence spreads over four of the 
nation's biggest cities: New York, San Francisco, Los 
Angeles and Miami. in order to get deep inside, Tanner 
becomes the driver for the bad guys. Of course, the 
good guys don’t know this and the chase is on in each 
and every city that Tanner visits, with the local law 
enforcement doing their best to smash your ride unfil 
it can no longer roll. As Tanner, you must complete 
different missions in what seem to be very large and 
accurately modeled driving environments. These 
missions can range from picking up the bad guys 
outside of a bank that they just hit, to out-pacing the 
cops and making it back to the crib (notice hip, urban- 
like slang being employed by mid-thirties, suburban 
white boy... yeah, i'm hip!) and other, under-worldly 
tasks. The design team has their sights set on delivering 


44 missions in the final game, approximately 
11 missions per city. Their intent is to have 
as great a variety of game play scenarios 
as possible within these missions. An example 
that we were given involves Tanner 
unknowingly carrying а load of Nitro in the 
trunk of his car. Every time he runs into 
something or is battered by the cops, he 
edges closer to certain melt-down. Tanner 
must arrive at his destination before his car is 
vaporized. 

The cars that Tanner makes use of have one thing 
in common — they can all be found for under $3,000 
at “Smiling Pete’s Auto-Rama” and they scream '70's 
cheese. There are more Olds’, Buicks and Pontiac 
look-a-likes than you can find in an episode of “Streets 
of San Francisco” (or an issue of “Low Rider” magazine) 
and the music is going to promote the same kind of 
Funk-back. While behind the wheel, you and Tanner 
can use the hand brake, spin some doughnuts, do a 
quick look-behind and look left and right as you’re 
tooling through town at break-neck speeds. At this 
point in time, the missions usually involve having to 
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accomplish a goal before the timer runs out, or 
evading the cops and making it to a safe point 
without one of them on your tail. The car physics 
are tight and dramatic — perfect for the style 
of game that Reflections and GT interactive are 
attempting. 

Graphically, a lot of time and effort is being 
spent on making detailed virtual replicas of the 
four cities and, even at this early stage of 
development, they are looking very nice. | have 
spent most of my play time in Miami, the city that 
is the most complete as of this writing, but have 
also logged some time in the other three, 
although they weren't nearly as playable. i 
think that, for most people (although this 
may be my Bay Area bias coming through), the 
San Francisco missions are going to be the ones 
that make them want to buy this game. There’s 
just something about ripping up and down the 
hills of the city and challenging cable cars over 
death-defying leaps that can't be replicated in 
other parts of the world. 

The city map data is being streamed off 
of the CD, ds you might expect in this go-anywhere 
environment, and the frame rate is consistently 
30 fps or better. Of course, it isn't just about 
the cops and the cities; very dense city traffic, 
pedestrians, vegetable stands, vendors and 
changing traffic lights all come into play, as 
do changing weather and time of day. in addition, 
Driver employs a new instant replay system that 
will actually allow you to film and record (to 
memory card) your missions and play them back 
from an unlimited number of camera angles that 
you can direct. Although there have been go- 
anywhere driving games on the PlayStation before 
(Auto Destruct, Felony 11-79 and, yak, San 
Francisco Rush), only Felony 11-79 has come close 
to approaching the background story and seat- 
of-the-pants intensity necessary to make а go- 
anywhere driving game work. Let's face it: most 


: driving games are designed for you to either shoot through the 
E course ds fast as you can, coming in first (which makes the go- 
anywhere option either non-existent or, 
in terms of shortcuts, risky), or to shoot 
and destroy your competition. Driver looks 
to change this, as the mission-based game 
play seeks to make the go-anywhere city 
maps an essentidl part of the 
experience. The game wants, 
no,demands, that you experience, 
at one point or another, every \\\_ | А \ 
corner of the city. — — B {үн e aee AT 
The entire package is exciting Dn | РР | 
and something that all of us at F 
PSEXtreme are looking 
forward to. Reflections has 
quite a bit of work left on 
Driver before its July 9 release 
but, as you can begin to see 
from the screen shots, they 
are already well on their way 
to creating one of the more 
memorable PlayStation 
driving experiences, and one 
of the most unique titles of 
1999. We will keep you up to 
date on Driver over the next 


few months. D ave 
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World Series™ Championship intensity. Incredible 


player models. 175+ personalized batting stances. 


And Hall of Famer Vin Scully alongside ESPN’s 
Dave Campbell to call all. the action. With 


MLB™2000, there’s always a great game on TV. 


agi PlayStationi it 


www.989sports.com 


PUBLISHED AND DEVELOPED BY EA 


It seems as though 1999 is going to 
be the year in which all of the major rac- 
ing game franchises take a stab at Gran 
y 7/ 7 7 а 7 Turismo. Namco’s already done it with 

lad hh T T Д Ridge Racer 4 and now it’s EA's turn, 
"ООУ ine with Need for Speed: High Stakes. 


For those of you that 
LOADING have been regular readers of |Y 
PSExtreme over the past cou- Î 
ple of years, you already lk} a 
know that we are big fans of the Need for Speed series. m Y 
I consider it, along with Accolade’s Test Drive series, to > 
be the most dynamic, exciting and challenging racing bs 
experience on the PlayStation. Why? Because of the 
sense of speed, cops, oncoming traffic, great cars, 
excellent track design and the massive air and result- 
ing collisions. While all of these features are pre- 
sent in High Stakes, some of them will take you a 
number of hours of playing to find. The NFS team 
at EA Canada have opted to make the player spend 
more time buying cars and upgrading them — rac- 
ing on the same tracks over and over again with 
cars that travel at slower speeds, before you can 
get the good ones and start to get that ol’ NFS feel- 
ing. You will play for two to three hours, in 
Tournament mode, on the same four courses, try- 
ing to earn enough money to acquire and upgrade 
your BMW Z3, Mercedes SLK, Z28 or Trans Am. 
Without the upgrades (3 per car), you will strug- 
gle to win the first three race tournaments. With 
the upgrades, it will take you about 45 seconds to 
blow the doors off of the other five competitors. 
After that race, you will start in the first position in 
the subsequent race. Unless you are a really bad dri- 
ver, that is the last time you will see another car for 
the duration of the remaining races... not much fun. 


So, you spend your time racing these four cours- 
es, collecting cash, fixing any damage that your race vehi- 
cle has received and entering new Special Events and 
Tournaments that require particular vehicles. If you don’t 
own that car, or it is not fully upgraded, you can not enter 
the race. The game will allow you to sell a vehicle, but you real- 
ly don’t want to do that. The re-sale value is poor and the real 
goal of the game is to collect all of the cars and have them avail- 
able in your garage. Speaking of the value of the cars... did you know 
that you can buy a Mercedes SLK for $20,000 and that you get $10,000 
for it as a trade-in? Yep, in the virtual world, an SLK that retails for $50k 
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| in real life is cheaper than a Pontiac Trans 
Am... talk about an “oops!” 


OK, so when do we get to the good stuff? 
Well, after making it through the first cou- 
ple of hours in Tournament mode, things 
begin to heat up. In addition, there is Hot 
Pursuit (you against the cops), Single Race 
and Test Drive modes to keep things inter- 
esting. 


Once things get going, that great old NFS 
feeling quickly comes back. The track designs are up to the usual standards of the series, 
with solid terrain and buildings that display a minimum of draw-in. The races 
start getting more intense and, in the events that feature traffic, you will con- 
sistently find yourself on the edge of your seat. The car models are, as usual, 
excellent, and this year’s game goes so far as to actually model the cockpits — 
complete with drivers! In addition, cars show damage on body panels, broken 
glass, etc. Of particular audio/visual note are the atmospheric effects in the 
game. Trains sound their horns and rattle across the rails, cobblestones 
make their presence known under your wheels (with the appropriate jig- 
gling of the Dual Shock), birds chirp and, in night races, you can hear dogs 
barking, crickets, frogs and owls. Graphically, little details include hot air bal- 
loons moving across the horizon (a nice tip of the hat to the original NFS), 
working windmills, changing weather (of course) and great lighting effects 

at night. 


Then, there are the Hot Pursuit and High Stakes modes. Hot Pursuit 
features classic NFS action with a twist; it’s just you against one other dri- 
ver (and traffic, if you so desire) — and cops are all over the place. Hot 
Pursuit is available in both one and two player games. High Stakes is 
the newest addition to the line, and the focal point in the title. This game 
play mode allows for two player competition where you are gambling 
the car that you are driving. That’s right; the game is designed so that, 
if you lose to the other human driver, your car is deleted from your mem- 
ory card and added to your buddy’s. It ain’t cash, but there be pride involved! 


Although Need for Speed: High Stakes starts out on the slow side, it 
picks up speed and intensity as the game progresses. I guess I can for- 
give them for the attempt at GT style overtones. 
| It artificially extends the life of the product, but 
the game is so good that it ends up being worth 
the time. 
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It has been one year since Crystal Dynamics 
released GEX: Enter the Gecko for the PlayStation. 
As many of you know, I really liked ETG and award- 
ed it our highest honor for its technical quali- 
ties, level design and the variety of its game 
play environments. Being that it was the 
first of what was sure to be a long 
line of 3D, go anywhere titles for 
GEX, I was forgiving when it came 
to things like enemy AI and cam- 
era problems. Let’s face it, you'd be hard-pressed to find an action/plat- 
form title with intelligent enemies and all of the 3D games have 
suffered from one camera problem or another. I felt that CD did 
a better job than any other developer (at the time, Spyro the Dragon 
and Akuji the Heartless (also from Crystal) have both fine tuned 
the camera found in ETG) of keeping the camera from inter- 
fering with gameplay. As a sequel, I expected GEX: Deep Cover 
Gecko to fix some of the minor annoyances found in the first 
game and expand upon the original and successful ideas found 
in the first. Have they? Yes and no. 


The gameplay has been simplified; you now hunt after 
three basic items (as opposed to all of the different, level- 
themed collectibles found in ETG): flies, paws and bonus coins. 
Collect 50 flies and you get a free GEX —100 to snag the 
fourth remote control on any level, collect the bonus coins 
to unlock bonus levels and collect paws to add to GEX’s health 
status. By collecting remotes (awarded when unlocking one 
of three different exit TV’s in a level), you are able to acti- 
vate other levels. Beating bosses will allow GEX to access 
other map areas, directly from Mission Control, GEX's new 
base of operations. The first time you snag a remote in a level, 
GEX's femme fatale, Agent Xtra (played by Baywatch’s Marliece 
Andrada) will engage in some playful, sexual innuendo-light 
banter with GEX and you move on. (The basic plot has Agent 
Xtra trapped in the Media Dimension and GEX attempting to 
extract her from the clutches of GEX’s evil papa, Rez.) 


The game engine has been tuned for the better, with the de- 
emphasizing of the collectibles helping to keep the adventure more 


focused. This time, there are EXACTLY 100 flies to collect in a level Q ovs 


and some of them (bonus coins and paws as well) can be tricky to 
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find. Because of this, exploration is a requirement in DCG, as opposed to Ы—— 
it being an option in ETG. Another change is in the power-up TV’s. General 4 


power-ups exist in the form of health paws and free lives, but there are а num- 

ber of level-based power up TV’s that will give GEX limited shooting abilities that 

will, for example, set fire to, or freeze, an enemy. For those of you that have played 
Akuji, you can see its influence оп GEX in the inclusion of this play mechanic. It all 
eal: up e more streamlined, tighter gameplay that Keone S player focused o accom- 
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same attention was not paidiotheenemie С 
as they continue to be merely fodder for GEX’s tail. There are some enemies that will put up a 
token struggle but, for the most part, the enemies are annoyances and the bosses won't require 
a lot out of you, either. 


In Enter the Gecko, the level design(s), the switch throwing and mini-puzzles, and the 
variety of looks and textures is what really got me hooked on the title. Deep Cover Gecko does- 
n't disappoint, with new themed levels that are bigger and better. My favorites are the Army 
Channel and Mystery TV tile sets. The first has GEX living out Hogan’s Heroes and driving a tank 
and the second puts him in the guise of Sherlock Holmes as he makes his way through a really 
cool mansion. In this level, GEX can shrink to the size of a flea to attack enemies in a sink, on 
a bear head and on the surface of a pool table. In another part of the level, he will change into 
Count GEXula to fly to hard to reach areas. A number of other levels have GEX experiencing different modes 
of transportation (alligators, kangaroos, burros, etc.) and exploring everything from pirate 
ships to ancient Greece and Egypt. The look of the game is still spectacular, with beautiful col- 
ored lighting, high quality textures, a tremendous amount of visual variety and a ton of anima- 
tion. And it sounds as good as it looks. The music in Deep Cover Gecko is downright inspired and 
a lot of time and talent has gone into a soundtrack that helps make the player live these themed 
levels. Dana Gould is again on target as the voice of GEX — complete with a latch-key kid’s knowl- 
edge of afternoon re-runs. Although, the variety of samples, in spite of CD’s claims of “1,000 all- 
new celebrity impersonations and wisecracks” seems to be limited. But, this may be due to 
the size and complexity of the levels. You tend to hear the same lines over and over again while 
you are exploring. Good news; you can turn the voice off if it’s getting to you. 


My only major issue with the game is that, because of the increased complexity of the 
level design, there are times when the camera simply will not work and it is very frustrating 
to try to re-align it in the middle of a tail bounce jump, as you are trying desperately to land 
on a safe platform. There are two instances that are clear in my mind; one in the Fairy 
Tales TV/Red Riding in the Hood level and the other in the Mythology Network/Unsolved 
Mythstories level, where you are sprung from leaf to leaf or tree branch to tree branch. 
The camera simply doesn’t keep up with the action and it is very difficult to manually 
position the camera while you are jumping. The result? Many unhappy landings back to 
the ground or death by air. In the case of the Red riding Hood level, once you climb half 
way up Jack’s beanstalk, a magic mirror will appear on the ground that will magically 
transport GEX back to the half way point. This accommodation is fair warning, from the 
level designer to the player, that he will be falling many, many times. 


Are these annoyances enough to keep you from enjoying the game? Heck, no... but 
they make you wish that Deep cover Gecko had received just a little more polishing... 
particularly since these same problems were present in the original. As it stands, GEX: Deep 
Cover Gecko is a worthy successor to Enter the Gecko, with 
outstanding graphics, compelling play environments, great 
music and a big, varied play experience. 
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RAMPAGE 2 
UNTVER(AL WORLD TOUR 


PUBLISHED BY MIDWAY — DEVELOPED BY AVALANCHE SOFTWARE 


Every now and then, a game company will 
come up with a unique concept. If they treat it 
right, they may end up with a franchise that 
the gaming public can’t get enough of. However, 
in their efforts to get as much mileage as 
they can out of a title, publishers also run 
the risk of “milking” it dry. Such is 
the case with Rampage 2: Universal 
Tour. 


Back in 1986 Midway 
released Rampage, a coin-op in which players took the roles of giant 
monsters rampaging through cities across the U.S. The game was 
notable for allowing three people to participate simultaneously, as 
well as for its cartoon violence. While destroying buildings, you 
had to dodge gunfire from helicopters, tanks, and civilians. In 
addition, objects appeared in the rubble which caused damage 
when eaten or punched. In order to replenish your health, you 
had to find some quick snacks — namely, the hapless humans 
who occupied the buildings. Your monsters gobbled them up 
ike popcorn. When your lives were used up and the game 
ended, your monster “reverted” into a tiny naked human and 
hen walked sheepishly off the screen. With its blend of sheer 
destruction and camp humor, Rampage was unique and 
‘un to play — but that was 13 years ago! 


Rampage re-appeared on the PlayStation as Rampage: 

World Tour in the fall of 1997. What, you may ask, has been 
changed for this version? Very little. The main characters 
are brand new — Ruby the hermit crab, Curtis the rat, and 
Boris the rhino — but the novelty wears off quickly because 
the gameplay remains the same. And, frankly, the original 
monsters — an ape, a lizard, and a werewolf — were more 
interesting. I’ve never even seen a monster movie with a giant 
rhino. 

The scenery has also changed to reflect the continents where 
the rampage is taking place. You’ll notice landmarks (albeit in the 
background) in cities such as Paris, San Francisco, Seattle, and 
Rome (albeit in the background). Even when the action takes place 
in more obscure cities such as Rangoon and Guangzhou, the back- 
ground, building types, and climates reflect the real-world locations. 
However, the human characters are the same regardless of the locale. 
You're as likely to find a buxom blonde woman in Beijing as you are to 
find a machine gun-toting mobster in Geneva. 


The controls are simple. There is a punch, kick, and jump button which do 
the obvious. There is also a special weapon button which, when your meter is full, 
allows each character to perform a unique destructive move: Boris charges, Ruby 
spin attacks, and Curtis dashes through the city. The animation of these special 
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ment, is all nicely done with sprites. 


Bonus rounds appear after approximately every five cities, allowing you to gain extra lives 
and health by completing tasks such as destroying a building within a time limit or jumping 
for distance. During normal rounds, health and special weapon power-ups can be found in the 
buildings along with icons allowing for a temporary boost of punching power. Each monster 
has different abilities when it comes to walking, climbing, and punching, but all are equally 
Î susceptible to damage. You'll have to watch out for the piles of rubble, as they may contain smoke, 
fire, or exposed electrical wiring. 


What would a review be without a little criticism? (I know! A press release!) Some of the 
items which you would expect to be beneficial (such as a water cooler) turn out to be harmful. 
Other objects aren’t easily identifiable, so you’ve got to eat or punch them to find out what 
happens. While the sounds effects of destruction are adequate, there are only two screaming sounds for the 
menagerie of human characters — one male, one female — and both become annoying very quick- 
ly. 


After each city is destroyed, a meter compares the amount of damage done to buildings, vehi- 
cles, and people. But why? Since you can’t get to the next city until all buildings are destroyed, 
that meter is always the tallest. In addition, the system for saving games is nearly random and 

quite frustrating. You'll be prompted to save the game after demolishing only one city in Asia, 

while in America you'll have to get through six cities before being able to save your place. 

You can't start a loaded game with a new tally of lives and, since there are no continues, you'll 

probably have a hard time getting further than 20 cities into each continent. Rampage 8, after 

all, is based upon an arcade game and arcade games get progressively harder until you 
die. 

While enjoyable, Rampage is definitely starting to show its age. Where does it go 

from here? Will they give it new life by moving it into 3D or even 2 1/2 D? Will they let 
players take the role of a human trying to defend the cities? Will they allow you to cre- 
ate your own monsters? How about a city editor where you decide what type of background 
and buildings you want to destroy? Or will Midway put the final nail in the coffin by releas- 
ing more sequels with only minor graphical changes? I can see it now-Rampage 3: Terrors 
in Time, in which your monsters destroy Ancient Rome, Egyptian pyramids, European 
castles, colonial settlements, and gold mining towns. Having already used the well-known 
animal monsters, will they next feature chickens, cows, and pigs? Hopefully I’m wrong, 
but it doesn’t seem that they can do much more with the original concept. 


“More of the same” is not necessarily bad, if that is what you are interested in. 
Rampage 2:UT will appeal to fans of the original as well as gamers who are interested in 
a quick arcade-style game of mass destruction. It features a hilarious CG introduction which 
is of Pixar (Toy Story; Bug’s Life) quality, but the game 
itself doesn't have the appeal it once did. If you've already 
been there and done that, there really isn't anything 
new to warrant a purchase. 
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While we've made many, many observations 
over the years about the lack of an arcade heritage 
hurting console fighting games, we've seen plenty of 
them that are good enough to easily clear this 
potential hurdle (Atlas’ Guilty Gear springs 
immediately to mind). In even more rare 
instances, we've seen a few console 
games go on to become arcade titles. 

Hudson and Namco released Bloody 

Roar in the arcades in Japan, but the 
title never made it to our fair shores. So, even though Bloody Roar did hit 
the arcades in Japan, the console version here in the States had no 
history to help it out. Despite this, in the early part of ‘98, Sony released 
Bloody Roar in the US to general enthusiasm from us game press folks, 
but little action at retail. Bloody Roar turned out to be an incredi- 
bly deep fighter with many layers to it; a fact overlooked by play- 
ers who may not have given the game enough time in order to learn 

the complex fighting system. Even though the game was not a huge 
money-maker, the company seems to know quality products when 

they see ‘em, so they've opted to follow up with Bloody Roar 8, 

an excellent sequel to one of my fave fighters. 


Every fighting game needs to have a hook to hang its hat 
upon, to differentiate it from the others. Mortal Kombat has over- 
he-top splatter, Street Fighter has excellent art and control, 
ekken's got fab 3D and tons of playable characters, eto. etc. 
Bloody Roar 8 again relies on the visual and visceral thrill of 
morphing characters between human and animal. Each fighter 
has two forms: a human form and a bestial, “zoanthrope” side. 
When enough power is built up within the character’s Beast Meter, 

a press of the Circle button will instantly transform the charac- 
er into his or her more powerful were-form. Even though we saw 
his done in the first game, changing forms still produces a real 
charge and gives Bloody Roar 8 a serious edge over the rest of 
ре martial arts games. 


People turning into giant animals and duking it out? You just 
know that there’s gotta be some long, convoluted storyline going on 
in a game like this. Bloody Roar ё is set five years after the events of 
the first game, but ГП be perfectly honest and tell you that I didn’t even 
remember that there was a story in the first game. Seems that the half- 
man/half-animal mutants, or zoanthropes, brought about the collapse of the 
evil mega-corporation that had been experimenting on people. The down side 
of this brief and violent confrontation was public notice of the zoanthropes by 
the general population, who were not pleased to find a group of powerful mutants 
living among them. Governments began hunting and jailing or killing people suspected 
of being zoanthropes. Some zoanthropes chose to go underground and live among the 
normal people, while the more militant creatures formed the “Zoanthrope Liberation Front,” 
and began fighting back. 
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| come the eleven fighters of Bloody Roar 2. Each of the characters has their own motivations for join- 
ing in the fight, whether it’s a personal vendetta, a quest for revenge or sheer nastiness, each char- 
| acter interrelates with the others in the Story Mode. Granted, it's not Shakespeare, but the crossing 
| plotlines are fun in a dopey way. If you get a kick out of goofy localized text with an extreme comic 
book feel, Bloody Roar 2’s Story mode should keep you entertained. 


Hudson’s development team has done a more than admirable job working with the PlayStation. 
Even this late in the console’s life, software like Bloody Roar 2 still impresses even the most jaded 
and snarky of game reviewers. BR is more than just the same game with a few more characters; 
the majority of the engine has been tossed and re-written to take advantage of recent PSX break- 
throughs. The arcade game was designed to run on the PlayStation arcade hardware, resulting in a 
near-perfect translation to the home console. The overall resolution of the game has been improved 
from the standard, low-quality 320X240 to a much cleaner 512X480 (about the best visual quality 
you can expect from a standard TV). With most games, when the amount of pixels on the screen is 
doubled, you'd expect the game to slow way down. Not so here. Bloody Roar 2 not only looks cleaner, 
but plays much faster than the first. This is another one of the new breed of 60 frames per second fight- 
ing games, even more impressive when the visual quality and effects are factored in. 


Tekken fans will feel right at home with Bloody Roar 2. The control scheme is set up much as 
Namoo's mega-fighting franchise, with lengthy combo chains, interrupts and hold-and-release moves. 
Even more complex than the first game, Bloody Roar 2 has an insanely deep fighting system that 
will put serious fighter fans to the test. 


The combo system has been greatly expanded, making chains longer, but less intuitive for 
beginning fighting fans. In fact, when you beat the game, the ending movie shows some of the 
incredible combo chains possible. Most of the combos rely upon an air-juggle, where the other char- 
acter is basically reduced to helplessness in the air. Characters can also be bounced off the 
walls of the arenas like giant racketballs, which is even more vicious. Ridiculous amounts of 
damage can be done if you figure out the way the combos feed into each other. Unfortunately, 
it’s doubtful whether anyone in the US will take the time to get deep enough into Bloody Roar 

R to puzzle out exactly how it’s structured. 


There are also Rage Moves, heavy-duty attacks that can only be performed while in bes- 
tial form. Rage Moves are your standard super moves, with the requisite graphical flash and 
drama you'd expect. Rage Moves are tough to get off in the midst of combat, but can be chained 
into a combo for deadly effect. 


I liked Bloody Roar 2 a lot; I think it’s a solid, complex fighting game with a cool twist to 
it. The graphics and frame rates are awesome, but you really need to have top-notch fighting 
skills to get into the game. Not challenged by Tekken 3 anymore? Bloody Roar 8 is definitely 
the next title for gamers looking to pick a fight. Plus, where 
else can you whomp heads as a six foot tall kung fu bunny? 
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THE NEXT TETRIS 


PUBLISHED BY HASBRO INTERACTIVE — DEVELOPED BY ANIMATEK 


I’m one of those geeks who thinks that 
Tetris is one of the greatest games ever invent- 
ed. Even though it has been nearly 10 years AVAILABLE: 
since I first tried it, I have yet to get bored NOW 
with it. From the Atari coin-op to the 
MacIntosh, the Game Boy, the NES, the 
SNES, the N64 and even the Atari 
2600, I own or have played just 
about every version available. And 
yet, until now, I have never played 
he game on the PlayStation. The only available version (Tetris 
Plus) just didn’t appeal to me. 


I was also tired of seeing so many lame “Tris” games fol- 
ow the original (Hatris anyone?). More recently there was 
Tetris 2 and Tetris Attack, two color matching games which 
had almost nothing in common with the original. Tetris is 
so tight in terms of gameplay that making any changes can 
result in an entirely different game, alienating fans of the 
original. And yet, if the presentation is only tweaked slight- 

у, any sequel becomes more of a “remake” with nothing 
to attract new players. 


Somehow, the Next Tetris developers have managed 
о overcome this paradox. They have made seemingly 
insignificant changes and yet the $ame somehow feels 
brand new while remaining faithful to the original. In 
act, it is the first game that my wife kicked me off the 
PlayStation to play. If it can break her three-year addic- 
tion to Tetris Attack, that says a lot for it. 


T1 start with the gameplay changes. Some of the falling ой 
blocks now consist of multiple colors, allowing you to break à 
them into smaller pieces depending upon how they are 
arranged. For example, while waiting for a long straight 
piece, you receive an “L” shape instead. Fortunately, the 
"backbone" of the piece is colored differently than the “toe.” 
By landing it such that the “toe” snags on the top level, you can 
cause the remaining piece to fall down into the hole. This mechan- 
ic is similar to that offered in Tetris 2, except that you don’t need 
to match colors. There is one twist, however; if you land a block 
on a piece of the same color, they will “meld” into a solid shape and 
will not breakaway or fall as the lines below it are completed. 
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In prior versions of Tetris, completing multiple lines simultaneously 
would send “garbage” over to your opponent’s side, making it harder 
for them to clear the screen. The Next Tetris offers a new spin-literally! 
Depending on how many lines you complete, the opponent’s playfield will flip 
and turn around. Make a Tetris and their screen will loop wildly like some car- 
nival gyroscope ride. You've got to keep your concentration because pieces will con- 


PLAYER I RAMM 2 


scare 


"a b 
аў н 


пру поши - CHAOSE, O -SELGET 


эзен 2 ват 5 tinue to fall while the screen spins. RATED e Page 51 


М h Now for the cosmetic changes. You 
can enter your name and save your "players" to a memory card, allowing for record keep- 
ing in various categories such as best times, best cascades, and most games played. Instead 
of just being shown the next piece, you can view as many as five upcoming pieces. Dual 

Time shock is supported, causing a rumble when lines are completed, and the pieces now wobble 
aa in place. Personally, I turned these last two options off, but I’m sure someone might find 
them interesting. A welcome addition is the use of the L and R buttons as a music player: 
L1 and LR control the volume of the background music, and R1 and R2 change the tracks. 


Speaking of background music, last month I was so tired of lackluster videogame “muzak” 
Iswore I would give a Platinum rating to the next game which allowed players to use their 
own musie CD's instead. Although I'm not going to hold myself to that 2:00 a.m. promise, 
I will tell you that The Next Tetris does allow you to use your own music CD's. And, surprisingly, the 
game's own varied background music is just as adequate. 


[йй 


Unfortunately, The Next Tetris does have а few shortcomings. From the screenshots, 
you'll notice that there are no wallpaper pictures-the backgrounds are totally black. I can 
understand the minimalist approach for 2 player games, since the boards are spinning 
wildly, but why not include something of interest to look at for solo gamers? There is no quick 

drop button for those Tetris masters accustomed to using one, and the pieces seem to drop 
more smoothly and quickly than in prior versions (i.e.-there is no “pause” as it descends). 
The main criticism I have is that there is no “versus” mode to be played against the 
computer. Instead, you are left with either a marathon or time trial mode. While both 
are adequate, it would have been much more fun and challenging to face a CPU oppo- 
nent. 


I will be curious to learn what other magazines thought of this game. Considering 
how subjective game reviewing is, it is amazing to me how often the opinions of review- 
ers are closely aligned. Yet every now and then you will find a divergence of opin- 
ion-especially concerning puzzle games. I’m afraid that many reviewers, like many 
of you, will think “Oh great, yet another Tetris game!” The gameplay additions may 

not sound like much when they are summarized in a few paragraphs, but as a clas- 
sic Tetris fan, let me tell you — I love this game! 


The Next Tetris adds a seemingly minor twist to the gameplay which requires 
you to rethink your strategy. At the same time, the change is not such a quantum 
leap that the game no longer resembles its namesake. It still feels like Tetris, which 
is something which very few sequels have been able to accomplish. Add а, classic mode, 
improved record-keeping, lots of customizable options, and the ability to use your 

own music CD's, and you've got a great package. Although the one-player contest is not 
quite as fun as the two-player game, if you were wait- 
PLAYER 1: pon 2 ing to add a version of Tetris to your PlayStation library, 
ў z this is the one to get. 
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PUBLISHED BY CRAVE — DEVELOPED BY GRAVEYARD STUDIOS 


Are you one of those die hard *Made 
in America" supporters? If so, you ought 
to head out right now and go pick up Crave's 
Shadow Madness. It/s the first PlayStation 
RPG developed for Americans, by 
Americans, in America... So, can we 
make a better RPG then our 
oversea comrades? I would say 
the answer is still up in the air 
on that one. 


Let's start with the story in Shadow Madness. It begins 
with several towns being completely devastated. A handful 
of locals live through the ordeal, and most of them go 
completely nuts. You initially take control of a young swash- 
buckler by the name of Stinger. He quickly meets up with 
Windleaf, who excels in the use of magic, and a wooden 
farm-bot called Harv-5. The story unfolds nicely, as your 
party travels from town to town trying to find the cause 
of this mysterious curse that has been bestowed upon 
the land. 


I really can’t say enough good things about the 
story, it is told very well, extremely engrossing and 
particularly interesting. The same goes for the char- 
acter development and interactions. I found it really 
easy to get caught up in the world of Shadow Madness, 
thanks to the interchanges with the NPCs and the seem- 
ingly hundred of books there are to read along the way. 
The dialog is very well written and comes off seri- 
ous, yet there is still a lot of humor. I think we can 
chalk one up for the US in this case. 


On to the graphics and environments — overall, I 
would go as far as to say that the game has an elegant 
look. Many who play will quickly be reminded of Final 
Fantasy УП; if not right away, then as soon as you see the 
1st rendered cut scene. The towns use pre-rendered back- 
grounds (like FFVII) and the more powerful magic spells 
summon nice cinematics (like FFVII). The battles appear 
rather plain and the characters can sometimes be hard to look 
at, thanks to their poly shaped bodies. Overall, there is not an 
amazing amount of detail and some of the areas just left me with 
a “blah” feeling inside. Not bad, but not impressive either. 


One of the things the US developers implemented is a real-time 
battle system, I am not sure whether this was a move to try to distance 
themselves from Japanese games in the genre or just something they felt 
was missing from traditional RPGs. But, it doesn’t work. This is not to say 
that it won’t work in some other game down the line but, in Shadow Madness, 
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whopping on whoever was unfortunate ыы 
enough to be sitting around me. 


The battle interface makes use of the PSX’s shoulder buttons, with each one high- 
lighting a different option (attack, magic, item, and options — flee, engage, evade and 
pass). The real problem in the interface (and my major gripe with the game) lies in 
the fact that if you decide to choose a magic or an item, there are no descriptions of 
what they do. That, and there is no time to think about them either because you will 
be attacked — apparently the enemy harvesters hold no sympathy for my trying to 
stall and plan my tactics! You either have to memorize what the function is before going 
into battle or just rely on pure luck and hope you don’t reduce your party to a bunch 
of drunken fools (which is possible). The best idea is to just go in and start slashing 
using basic attacks and, thankfully, this method works because most of the foes are easy to do 
away with. 


So, that leads me to my next point; the ease of the game. Shadow Madness is by 
no means a difficult RPG. It will take in the neighborhood of 35 hours to get through 
and along the way there will be plenty of towns to visit, enemies to battle, and quests 
to overcome. The game is fairly linear, but there are some points where you will be switch- 
ing between two different parties trying to accomplish separate goals, which man- 

ages to break things up. Additionally, there are some unique characters that will 

join up with you and fight by your side in an effort to destroy the madness. There 
are also a few sub-games included that, while not spectacular, are fun all the 
same. 


One of the other notably cool features that I really hope to see in future RPGs 

is the battle avoidance system which allows you to bypass battles and, with 
that, the load time — if your timing is right. The way it works is that, while walk- 
ing around, you hear an enemy yelp. Soon after, the battle will begin, unless 
you push the shoulder buttons at the right time, then you duck and avoid the con- 
flict altogether. Shadow Madness also makes great use of the Dual Shock, rum- 
bling as the enemy draws closer after the yell, and subsiding once the danger 
is gone. It also comes in handy when walking through towns because, whenev- 
er you run into a wall or dead end, it vibrates just to let you know. This happens 
quite often due to some poor collision and weird environments. I enjoyed the 
music as well; it is very deep and rich and works great in setting the mood. 


With all that said, where does that leave us? Shadow Madness is a decent 
RPG. It will provide for many hours of gameplay which may be challenging for 
RPG amateurs, but hard-core fans may breeze through it. The story is awe- 
some, it is extremely well written and fun (and 
funny). But, with Legend of Legaia and Guardian’s 
Crusade recently released and many others on the 
way (Star Ocean, FFVIII) my conclusion for this fee 
is — American: Good; Japanese: Better. ке 
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PUBLISHED BY SQUARE/EA— DEVELOPED BY DREAM FACTORY 


Square Soft and Dream Factory have 
brawled their way back into the fighting game 
genre. After stale sales of Tobal No. 1 in AVAILABLE: 
the US, Square made the decision to ax NOW 
the drastically revamped Tobal No. & 
for a state side release. However, 
eam R G E 12 r^ they're making this up tenfold 
мм иш Ъ with the outstanding SD fight- g 
© 1907, 1000, 1909 SQUARE [sr nanficry er that carries a crazy name - 
Ehrgeiz. I’m not sure of the 
actual translation, but it must have something to do with kick- 
ing some serious tail! 


Ehrgeiz will no doubt be an instant hit with Final Fantasy 
addicts, seeing how Square has included many of the char- 
acters from Final Fantasy VII. Cloud, Tifa and Sephiroth 
are all here! As you progress, other familiar faces will 
show up. Г] give you two hints - Vincent and Yuffie. Aside 
from the awesome aspect of playing as the Final Fantasy 
gang, Ehrgeiz offers a solid cast of other fighters for 
a line-up of 16 playable characters. Each character is 
rewarded with a stirring CG-rendered sequence after 
completing the game. In case you missed any of the 
cinema sequences in FFVII, Square has combined a col- 
lage of the incredible CG for some of the characters' 
endings. 

What sets Ehrgeiz above the rest of the pack? 
Aside from being an attractive piece of eye candy, 
the 3D battlegrounds will wow players with the free- 
dom and range available while fighting. Play is similar 
to the Bushido Blade series but with a completly envi- 
romental gaming experience. Players must utilize the 


$60 degree mobility to plan attacks and run like a lit- : E 

tle girl. This is no “one hit and your dead" sissy game. Р A ` EL 

The key to winning (more often than not) requires using hase. 6 

your surroundings as well as your fighting ability. The puz- E dam. \ 
zling thing is the two-player mode. In very few levels do you <~ „ € = \ 
have the ability to take advantage of the multi-level arena, S 5 \ 
the higher and lower levels are blocked off! Why on earth EN [^N \ 


would Square do that? Even with that being said, the two-play- A € Ww | 
er mode remains a blast to play. q SN 

Ehrgeiz also differs from other titles in the genre by allow- | 
ing both hand-to-hand and weapons-based combat. This provides extra 
challenge (and frustration) when you’re fighting with your bare fist 
and your opponent is well armed. This game has it all — missiles and 


fireballs and yo-yos, oh my! In Ehrgeiz, your best defense is a strong offense. 
Real strong! If you show the computer any weakness, you'll get beat like a 


| red-headed stepchild. RATED e Page 55 


When you first start playing, 
you'll notice a red bar underneath your life gauge. This is the allotted energy for per- 
forming special attacks unique to your individual character. A single press will, for 
instance, perform a fireball attack or draw your sword. If you have the time, charge 
up for a life-draining super attack such as Cloud’s Meteor Rain! Keep an eye on remain- 
ing power or you might get caught without any special attacks when you need them 
most. 


Control is everything in a fighter and Ehrgeiz doesn’t disappoint. You have the 
option of choosing your controller layout. There’s “Arcade” for the purists and “PlayStation” 
which is a little more forgiving. If those don’t suit your taste, then customize the 
configuration to your liking. The combo system could have used a little tweaking. Tapping 
one attack button can unleash a devastating combo. While this may appeal to those not famil- 
iar with fighting games, it may limit the number of hard-core gamers making a pur- 
chase. 


In addition to the straight fighting, there are also a few games to challenge elec- 
tronic dexterity; race your fighters down a sandy beach or battle for dominance on a 
multi-colored board where the player with the most colored tiles wins. There’s also an 

“Infinity Battle”, which in a nut shell is an endurance round where you try to take out 
as many fighters before losing all your energy. 


Tobal No. 1 offered players a break from pounding each others heads in with 
a dungeon-exploring RPG. It’s Square, man, what did you expect? Well, Ehrgeiz is 
no different. “The Forsaken Dungeon” RPG will give players the opportunity to 
explore, along with head busting action. The same gorgeous 3D rendering ports 
well into this 3rd - person adventure. The difficulty level will decide your start- 
ing point in the game. The most fun I had was playing the “Hard” difficulty. It 
starts you out with a fully equipped player smack in the middle of a dank, 
monster-filled dungeon. Those of you who were fans of the old SNES title “Secret 
of Mana” will be pleasantly surprised at the style of play. Granted it’s nowhere 
near on par, but it’s actually fun in a frustrating way. The characters you can 
choose from will also appear in the battle mode as some of the best fighters 
around. 


Overall, Square Soft and Dream Factory have proven to me that they have 
what it takes to go head-to-head with the likes of Namco’s Tekken series and any 
other 3D fighters that may find a home on the PlayStation. With the recogni- 
tion from the Final Fantasy crowd, Ehrgeiz is sure to become a popular title with 

RPG fans. The ferocious action and fresh form will draw gamers away from 
their other 3D fighters. Hopefully, the US market 
will greet Ehrgeiz with open arms, in turn secur- 


"WW. | ingthe release of other Square fighters on our shores. 
ей God bless the ring, baby! 
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able to come to a t 
$DO Company on 


and, 2) these guys 
how to make fun g 


kicking around for 
now (it was scheduled for release in 1998) and yo 


doubt, have seen the game on retailer shelves before you read 
this review. This is because the game went from alpha stage 
to retail without a reviewable version going out to video 
game magazines; a stealth marketing strategy usually 


reserved for only the skunkiest of skunky games. 


But, there is no odor on this bad boy; Army Men 


3D is an immense amount of fun to play, if a little on 


difficult side (non-ninja gamers heed this advice — 
play it on “Easy” to have a prayer). The game is cen- 
tered around the combat life of Sarge, the piece of plas- 


tic that all of the Green army’s hopes are pinned on, 


he single-handedly tries to beat back the Tan menace. 
That’s right; instead of virtual-human soldiers, we 
are playing with plastic army men — the kind that you 


used to melt when you were а, kid, or set fire to un 


questionable circumstances within their Lincoln Log HQ. 
(What? you HAVEN'T done it too?) There are a num- 
ber of one player missions, in three different areas of 


the world (Desert, Alpine and Bayou), weapons ga. 
and different vehicles that Sarge can get inside of 
use. 


An example of a typical mission (Desert — “The 


is as follows: Sarge must infiltrate the Tan fortres; 
ing out all of the gun turrets along the way and, u 


Having just finished 3D0’s other recent 
release, Battle Tanx for the N64, I have been 


Army Men 3D has been 


|y, find the path over a ridge to the EVAC site, where a waiting 
elicopter will carry him out of the conflict area. In order to 
succeed in the mission, Sarge will have to make use of mortars, 
grenades and his own evasion tactics to make it to the EVAC point 
alive. But, it’s not that simple. He must also turn off a generator 
and find a key to be able to access the upper part of the base (the 
art where the EVAC site is). Other missions will require that you res- 

cue your Green pals and issue commands to them that include defend- 

ing positions and following you to safety. In the first Alpine mission, you 
have to carefully lead them through a mine field, using a mine sweeper to 
ind the safe path. There are (roughly 18 missions to carry out & and each one 
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In terms of moves and toys, Sarge 
has quite a few, thank you very much. He can crawl on his belly (allowing Sarge to 
hide behind rocks and, in lower lying areas, undetected by the enemy), roll left and right, 
from both а, standing position and while crawling (one of the moves that you will be using 
constantly in the game), turn in place VERY quickly, duck, and zoom in to an over-the- 
Î shoulder view for more precise target shooting. Then, there are the goodies. Sarge has 
gee Î access to tanks, jeeps, half-tracks and transports and can make use of weapons that 

ЧА. include automatic rifles, grenades, mortars, flame throwers, mines, a mine sweeper 

5 s : | and explosives. The grenades and mortars are particularly cool as they both involve using 

^ a different play mechanic to activate them. In both cases, you must hold down the “X” 

button while a cursor takes off along the ground, in the direction that Sarge is facing. 

Release the button as it gets to your target and BOOM... toast! Both of these weapons are among 

the most useful in the game, particularly the grenades when you are playing on “Normal” 
or *Hard" — they will save Sarge's plastic parts on more than one occasion. 


The two player game is even more fun. It offers five different game play scenarios 

that are all based around games of "Capture the Flag" It's you against a buddy, Tan against 
Green, with all of the aforementioned toys at your disposal. In addition, each scenario will 
give both players a certain number of soldiers (three to six) to position around the 
flags and vehicles. These computer-controlled troops are armored with anything from 
Pifles to bazookas. In order to win a round, you must capture the enemy flag and 
bring it back to your base. Words can't describe the enjoyment of lobbing a mortar 
inside the enemy camp, stealing the flag, then making a run for your jeep so you 

can put some time and distance between you and your pursuing opponent; making 

it back to your base alive with the prize! 


Unfortunately, as exciting as the gameplay is, the graphics are that ugly. While 
the engine is very fast, the art is plain and character animation is limited. All of 
which could be forgiven if the textures weren’t so rough: they make the game look 
like a first generation PlayStation title. This is really a shame, since the environ- 
ments themselves are interesting and well-designed, and the music and sound 
effects really let your imagination soar as you put Sarge through his paces. 


My initial reaction to Army Men 3D was; “man, this is one ugly game.” But, 
as I began to play, the beauty of the game design began to shine through the below 
average art. Conceptually, there is nothing else like it on the PlayStation. (Although, 
if you go back a few years, a case could be made that it is spiritually linked to 
“Return Fire.”) The play environments are high quality, the game is challenging 

and quickly addictive and the two player mode is an absolute blast. If Army Men 
3D had a little more polish, it would have received 
“Gold.” As it is, Army Men 3D is fun and challeng- 
И ing and worth a look. 
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Last year, Universal Interactive’s Running 
Wild tried to distinguish itself from the typical 
racing game by featuring animals instead of vehi- 
cles. It didn’t quite work, but then neither did 
GT Interactive’s Bug Riders. Undaunted, 
| Hudson has now entered the animal rac- 


ips START gc ing sub-genre. 
LenS CEU | Bomberman Fantasy Race is, Бу, 
as the title implies, an arcade-style T S 
racing game which takes place МХ 


in an amusement park known as... Bomberman Fantasy Land (What 
were you expecting? Six Flags Over Bomberman?). Players take 
the reins of either Louie, a giant rabbit, or Tirra, a dinosaur. 
There are seven different courses with varying terrain and 
obstacles, but not all of them are accessible to begin with. In 
order to enter races, you need to buy tickets which are pur- 
chased with coins earned by winning races and completing 
bonus stages. Coins also can be used to buy special weapons, 

as well as to purchase different types of animals. 


Along with one-player racing against computer oppo- 
nents, there is a time trial mode in which you race against 
your best time “ghost” and a 2-player split-screen mode 
in which you race against each other for coins. Analog con- 
trols are not supported, but the vibration function is. 


So, where exactly does the Bomberman license fit in? 
Well, while riding your trusty steeds you can throw bombs 
at your opponents, and you play as either a white or black 
Bomberman character. That’s about it. This game really 
has nothing to do with the Bomberman games of old, which 
were known for multi-player combat. There is no four-play- 
er split screen or linked screen mode, for example, nor is 
there a two-player battle mode. In addition, the characters 
ihemselves aren't very interesting. They can't carry the game 
the way a Mario or Crash Bandicoot could. 


Since Bomberman fans aren’t necessarily going to flock 
to this title, I suppose it is intended to appeal to racing enthusi- 
asts — particularly young gamers, since the racing is not intend- 
ed to be realistic. At first glance, the cartoonish graphics made me 
hink that the game would be a piece of cake. Then, while racing, I 
discovered that the controls were fairly complicated. You have to 
constantly hold the X button to accelerate. Because most courses con- 
ain tight turns, you need to combine the left and right buttons with the 
down button. However, if you want to win, you'll have to accelerate often 
by pressing the up arrow. At the same time, you’ve got to press and hold the 
circle button to throw bombs and press the square button to jump over gaps. Then, 
there is the R button to change weapons. At one point I found myself holding down 


een 


After getting the hang of the controls, 
I discovered that the game actually IS a piece of cake. Keeping the computer opponents 
competitive is one thing, but here it seems that you can always win no matter how far out 
of the lead you find yourself. The CPU-controlled characters never seem to get very far ahead. 
In the event that you do run a bad race, you can start it over at any time without being penal- 
ized for doing so. You won’t get penalized for false starts (until the third attempt) so you 
can always try to get a jump off the line. 


If you place third or better, you are awarded a set number of coins. When you finish 
in first place, you are given a chance to run a bonus lap around the same course collecting 
coins. This bonus lap is available every time you finish in first place — even if you have already 
beaten the course. The time allotment is more than generous. You can practically jog through 
the lap and double back if you miss any coins. Collecting all the coins results in a huge bonus worth 
more than winning the race itself! The bonus coins can be used to purchase upgraded animals, 
resulting in better performances. See where I am going? Basically, you can repeat one of 
the first few courses over and over, restarting until you win first place and stockpiling 
enough coins to buy all the animals and advanced weapons to guarantee victory in subse- 
quent courses. Frankly, however, this is not necessary. Most gamers will probably be able to 
get through the majority of the courses with the default animals — even on the first try. 


Aside from being easy to beat, BFR has some slowdown, clipping, and collision detection 
problems. At times I couldn’t even see exactly where I was supposed to be going due to cam- 
era placement. These flaws would be death for a normal racing game, but BFR gets some 
slack since it is geared to a younger audience. The graphics are reminiscent of the Jumping 
Flash games, consisting of colorful, yet simple flat-shaded polygons. It looks very much 
like a game from that “other” system (starts with an “N”) and will probably attract 
the same type of players. The sound effects are fine, although I tired of the high pitched 
voices yelling and screaming. The game looks and sounds very much like a Japanese 
title. 


The course designs are interesting, with several hidden shortcuts, although 
there aren’t enough tracks overall. The four different types of bombs add interest, 
but it is quite difficult to aim any of them with precision. If you hold the button 
down too long, you'll toss the bombs off the track far ahead. If you don’t hold it 
down long enough, the bomb will blow up directly in your path. A more interesting race 
element is the use of catapults which fling your animal down the track if you jump 
towards and then off of them. 


In the final analysis, Bomberman Fantasy Race is only mildly entertaining. With 
no analog support and a limit of only two-players, there is nothing new here. The 
PlayStation already has similar games with better con- 
015 Gb "T | trol, better combat, and better racing. While young play- 

NE. 2 ers may enjoy it, I think most people will find it too easy 
to beat. Rentable. 
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MLB™ 2000/PSEXTREME Sweepstakes OFFICIAL SWEEPSTAKES RULES 


1. NO PURCHASE NECESSARY. Sweepstakes open to legal residents of U.S. 
only. 


2. TO ENTER. Legibly hand print *MLB™ 2000/PSExtreme Sweepstakes" with 
your name, address, city, state, zip code and telephone number on a 3” x 5" postcard 
with first class postage stamp affixed and mail it to: MLB™ 2000/PSExtreme 
Sweepstakes, 8592 Venice Blvd, Los Angeles, CA 90034. Each entry must be 
mailed separately and be postmarked no later than 6/4/99 and received by 6/11/99. 
Only one entry per day. No copies of entry forms or any other materials will be 
accepted. Sponsor assumes no responsibility for lost, late, incomplete, misdirected, 
mutilated, illegible or postage due entries. All entries received become the exclusive 
property of the Sponsor and will not be returned by Sponsor. 


3. PRIZES/DRAWING: One (1) Grand Prize winner will win a 32" TV, an autographed 
baseball jersey signed by Mo Vaughn and an MLB™ 2000 videogame (Approximate. 
Retail Value $850). Five (5) First Prizes will receive: one (1) MLB"™ 2000 videogame 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Major League Baseball trademarks and copyrights are used with permission of Major League Baseball Properties 
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eves? 


ENTER NOW FOR YOUR CHANGE ТО WIN! 


PRIZES: 


ONE (1) GRAND PRIZE WINNER WILL RECEIVE A 32-INCH 
TELEVISION, AN MLB" 2000 VIDEOGAME, AND A CALIFORNIA 
ANGELS JERSEY AUTOGRAPHED BY MO VAUGHN 


FIVE (5) FIRST PRIZE WINNERS WILL RECEIVE AN 
MLB™ 2000 VIDEOGAME, AND AN AUTHENTIC MLB™ 2000 


BASEBALL CAP 


FIVE (5) SECOND PRIZE WINNERS WILL RECEIVE AN 
MLB™ 2000 BASEBALL CAP AND AN MLB™ 2000 T-SHIRT 
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and one (1) MLB" 2000 baseball cap (Approximate Retail Value $70). Five (5) 
second prize winners will receive: one (1) MLB™ 2000 baseball cap and one (1) 
MLB?" 2000 baseball T-shirt (Approximate Retail Value $30). All apparel sizes are 
Adult XL. Odds of winning depend upon the number of valid entries received. 
Winners will be selected in a random drawing on or about 6/18/99 from among 
all valid entries received. All prizes will be awarded and winners will be notified 
by mail. Allow 6-8 weeks for delivery of prize. 


4. PRIZE RESTRICTIONS: Limit one prize per individual or household. Prize: 
non-transferable, no substitutions are allowed except by Sponsor due to unavailability. 
in which case prize substitutions will be of equal or greater value. If the Grand Prize 
is won by a minor, it will be awarded in the name of the parentlegal guardian. Prize 
winners (or рагепіЛеда! guardian of minor winner) may be required to sign an 
affidavit of eligiblity/release within 7 days of notification attempt. Failure to return 
the affidavit in the time noted may result in disqualification of the entry and an 
alternate winner will be selected. Neither the Sponsor nor its parent, affiliates 

subsidiaries, divisions or related companies are responsible for any damages 

taxes or expenses that winners might incur as a result of this sweepstakes or receipt 


of prize. Entrants consent to Sponsor's use of their entry, name and/or photograph 
for Sponsor's advertising or publicity purposes without further consideration, except 
where prohibited by law. Entrants release Sponsor, its employees, directors, officers, 
agents, subsidiary, parent and affiliated companies, and each of their licensees, 
advertising and promotional agencies from any and all claims or liability in connection 
with their participation in this promotion or the acceptance or use of any prize. 


5. ELIGIBILITY: Open only to legal residents of the U.S., except employees or 
gents of Sponsor, its sub divisions, affiliates, advertising agencies, 

and members of the immediate families of each. Sweepstakes is only valid in the 

United States and void in Florida, Puerto Rico and wherever else prohibited. 


6. WINNERS: LIST. For Ihe names of the prize winners, send a stamped, sell- 
addressed envelope before 6/18/99 to: MB2000/PSExtreme Sweepstakes WINNERS 
LIST, 8592 Venice Blvd. Los Angeles, CA 90034. Please allow 6 weeks for delivery 
of winners list 


7. SPONSOR: 989 Studios and Dimension Publishing. 


Inc. Official Licensee - Major 


League Baseball Players Association. © MLBPA. 989 Sports and the 989 Sports logo are trademarks of Sony Computer Entertainment America Inc. Developed by 989 Sports. © 1999 Sony Computer Entertainment America Inc. 


EDITORIAL 


We: were hoping to have a huge baseball 


extravaganza for you in this. issue of 
PSExtreme Sports, but, things don't always go 
as planned. Only EA Sports could get their 
reviewable game in under. our deadline 
(Triple-Play 2000), so it's the only baseball 
review you'll. find: in. the. following pages. 
Interplay did get. me a reviewable copy of 
their "Interplay Sports Baseball. 2000" game 
right before we closed, but | didn't feel com- 


. fortable rushing through the game just to get. 


'the review out. For those of you that haven't 
` been following: my sports reviews closely over 
. the years, ГЦ give you a little idea of how 
much time | like to put into a game before 
` actually reviewing it. First of all, 
sports game with a season mode (i.e.; foot- 
ball, baseball, etc.), | like to try and get 15- 
20 games into the season, that way. ll have 
played a variety of opposing teams, getting 
the feel for the way. different styles of play 


are carried out with the various teams. It's: 


always interesting: to.see if the developers 


have made teams play like they do in real- 
life. This approach is- more. easily done in | 


baseball, as you only have to worry. about 


` Sluggers hitting homeruns and power pitchers ‘ 
getting strike-outs (I’m simplifying here — no 


need to send in letters telling me of all the 
variables. in baseball!). Basketball, on the 


if it's а: 


other hand, is harder to pinpoint than the 


other sports games. Think about it; when was 
the last time you played a game of NBA Live 
or In the Zone and the players actually played 


like: they do. in the NBA? I've played the 


Pacers a dozen times and Reggie Miller has 


-yet to take more than. a handful of shots in 


one game — yeah, right, like that would hap- 
pen! Or, better still, play a game against the 
Lakers and:see how. many times the offense 


“sets up Shaq down low — not too often. 


Anyway, playing 15-20 games into the season 
also. gives the stats database a chance to 


» absorb more numbers, thus weeding out any 
early season anomalies (like: Canseco leading 


the league in batting average). It's also a 
good chance to see how the computer han- 


.dles trade offers and, among everything else, 
_ just about everything that’s going to happen 


(via animations, voice, whatever) should be 
experienced by this time. Thus, | believe that 


giving the game this much. of my time will 


give you a better understanding of the title, 


сапа help. you make a better purchasing 
:choice. 


Eric 


are@quake-net. 
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| Е ш In this year's line-up of baseball titles (Triple Play, MLB, . f. - жо т Ё 
= | Baseball, and High Heat — all with the suffix 2000”), Triple № 


Play 2000 is (ће game I’ve played first. As soon as I'm done 
with this review, it's on to Interplay's Baseball 2000, because 
the review copy just came in, MLB 2000 from 989 Sports 
and High Heat Baseball 2000 will have to wait until the next. 
issue since, as | write this, they аге not in a reviewable 
state, Anyway, | was able to put in 21 games of my season 
before | started this article (I like to get in at least.15 games 
for each title), and let me share with you my findings. 


First of all, Triple Play is clearly the best LOOKING of 
all the baseball games. The graphics are so sharp, guys 
would walk by my desk and think 
I was playing АЦ Star Baseball on 
the N64 (the current king of base- 
ball beauty). Nope, 1" say, this 
is TP from EA (Sports), and they'd 
all go "Ahhh ". The detail is every- 
where, and one of the things that 
always. amazes. me are the 3-D 
bases — totally cool — they look 
like you could really step on 
them! 


Of course, graphics have 
never been the problem with the 
TP series, as they've always 
looked real nice. For me; the 
problems have been in the way 
the game is controlled. Last year, 
for instance, it was impossible to 
run down a ball in the outfield, 
and. way too. many balls got 
through the infield for cheap hits. 
EA addressed both of these defensive concerns; with vary- 
ing degrees of success. However, let me first say that there 
are. three-ways to control fielding: completely manually 
(you choose guy closest to ball, you run to where the ball 
is going, you throw the ball), CPU Assist (CPU tries to pick 
guy closest to ball, you do the rest), and Automatic (CPU 
picks guy and gets the ball, you throw it). During the course 
of my 21 games, | fooled around with all three of these 
options countless times, and.have come to the conclusion 
that none of them do the job. Obviously, Automatic won't 
work, because what's the point of watching the còmput- 
er do all the work? Manual- would be the obvious choice; 
but 7 out of 10 times the computer hits the ball'so hard that 
you don't have time to react quick enough to: a) choose 
the guy. closest to the ball, b) get him turned in the right 
direction, and c) run to scoop up the ball before it gets 
through the infield, So, CPU assist would have been the 
fight choice, but the stupid computer selects the wrong guy 
(closest to the ball) half of the time. Here's just ‘one exam- 
ple; There's nobody on base, and the computer hits a chop- 
per to the right of where the 2nd baseman SHOULD be 
standing. You quickly slam the controller over to the right 
but then, as the screen switches from the pitcher/batter 
screen to the fielding perspective, you see that the CPU 


Assist has chosen the 1st baseman G 
to get the ball, and you've just |. 
run him over into foul terrítory! sus 
There's. actually TWO problems 
occurring here -- (1) the second base- 
man shouldn’t.be playing so close to sec- 
ond base, and (2) the CPU is obviously 
picking the wrong guy to be. “closest” 
to said ball. | finally. opted to stick with 
CPU Assist as my option, and just tried to 
keep the damage to a minimum when- 
ever the computer would pull orie.of these 
crazy stunts! 


As far as hitting is concerned, EA has 

two-modes -— вазу and hard. There's по sy е. 
batting сигзог оп easy, and you сап rou- ) i [s 
tinely average 30 hits and 6 homers per setae ®== O 
game. Move it upto hard, and you may : Koc — 
not hit more than 1 dinger a game, but 
you can still get 15« hits per contest. As 
far as difficulty level is concerned, there inglese e laver of the сапе 
are three of these, plus'a custom mode. ur 
The three levels:all have presets for the 
10 selectable options (fielding aid, throw 
mode, fielding mode, CPU skill level, etc.) 
and, in:custom:mode, you can fine-tune 
each of the ten choices to fit your needs. 
Obviously, | think Custom. is the way to 
go, especially since you’re going to want 
to have the aforementioned fielding mode 
selected, as well the base running option. 
| let the computer run for me ~ it gen- 
erally doesn't make too many mistakes, 
and you can tell it how aggressive to be 
with each pitch (aggressive, normal, or 
cautious). 


The color and play-by-play guys are 
back, and ol’ Buck’s color commentary is 
still off. Hit.a shot off of the wall and he'll 
say; “that seeing-eye single just made its 
way through the whole." What?! And Jim, 
thé name is pronounced "Miller", even 
though it's spelled "Mueller "..l'm-talking 
about.the Giants starting 3rd baseman for 
the last three years (all of the other 
games’ announcers get it right, what's 
the deat), Bill Mueller. There are plenty 
of other glaring mistakes, but the fact of 
the matter i$ all of the games that try and 
put color in (ће. booth just can't keep up 
with the action. 


The bottom line is that Triple Play 
2000 is an-amazing tooking game that is 
still hindered by control issues and ques- 
tionable Al (one example —. my pitchers 
are all batting about .350, another exam- 
ple -- the computer:bunts with 1 out; 1 
on, and trailing by 7). While it's certain- 
ly fun beating the computer:18-2, or com: 
petitive when knocking out 65 hits (two teams corni 
and winning/losing 18-16, or completely un-fun when 
getting trounced 23-0 (there's the summation of the 
three difficulty levels); none of these gameplay choic- : 
es feels right; and therefore you get an unfulfilled feel- 
ing. Could've been something, though. S t 


“see what all the fuss over 


` Monaco Grand Prix features a wide variety of rac- 
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As the PlayStation nears its fifth year of life, 
there'seems to be no shortage of Racing games com- 
ing out for the system. Every possible iteration of the 
racing genre has been covered, from Micro Machines 
to intergalactic space ships, we have raced every- 
thing there is to race over the last four years. Most 
have been decent fun, some have been incredible 
and others haven't been door stop quality. F1/Indy 
style racing games have been present since the begin- 
ning, and none has done really well. Psygnosis has 
the biggest stake in this category, but they seem to 
have peeked with their first title. Sony released a 
CART game that was pretty uninspiring and EA Sports 
released a decent Indy game 
called Andretti Racing. Enter 
Ubi Soft's Monaco Grand Prix. 
Why all the interest т 
F1/Indy style games you ask? 
Quite simply, because they 
generally .. come: . from 
European companies where 
the sport is very popular. It 
hasn't quite crossed over in 
the states yet, but it hasn't 
stopped these developers 
from trying to convince us red 
neck Yankees that it's a viable 
sport. Being the multi- cul- 
turally sensitive gamers.that 
we are, however, we wel- 
come the chance to take 
these games for а spin and 


there is about! With that 
being said, let's see what 
Monaco has to offer. 


As we've come to expect over the last four years, 


ing options designed to keep our interest. The game 
features 16 tracks — from Italy to Brazil, 22 F1 style 
vehicles on the track simultaneously, damage and 
varying weather effects, all running at 30fps. There 
are multiple race modes, including arcade, time 
attack and championship mode which simulates an 
entire season. All of this can be viewed through five 
different camera angles. Enough with the ingredi- 
ents, let's find out what Monaco drives like, shall we! 


When J first started to play Monaco, | concen- 
trated mainly on the arcade mode, as most F1 style 
games require more braking than acceleration. The 
speed was impressive and the tracks were very chal- 
lenging. The problem was, however, that they were 2 + as 
very short lived experiences. You can't build a sea- 
son in the arcade mode. That requires you to be in 
the Championship mode, Regrettably, | moved on to 
Championship mode. At first, | dreaded the fact that 
1 was going to have to go through 45 minute marathons 


as | struggled to complete mul- тт 
tiple lap races. Happily, how- | 
ever, you can control the. X sss 
length of the race by going into 

the options section and selecting 
what percentage of the total race 
length you want to compete in. Once 
you set all of your parameters, you 
begin your season. Like every other 
F1 style racer, there is more strate- 
gy required than just brute speed. 
Having had the good fortune of 
spending a.day at Laguna Seca learn- 
ing everything | needed to know 
about racing, | attempted to put 
these lessons to work in a video 
game. Surprise, surprise, they work! 
Just like in the real thing; the tracks 
have markers indicating the distance 
to the upcoming turns. These are 
designed to help you.time your brak- 
ing. Once you get this system down, 
you can keep your F1 racer at fair- 
ly high speeds and spend minimal 
time stomping on the brakes. This 
made Monaco immensely more enjoy- 
able than I had anticipated and actu- 
ally had me looking forward to 
improving my skills. 


Graphically, Monaco looks as 
good as most of the other current 
generation racers. There is a bit of 
pop up that gets in the way on some 
courses. | found myself leaning far- 
ther and farther forward in my chair 
trying to get a better look at the 
upcoming turns. This proved to be a 
bit more annoying as the challenges 
got greater and greater. The cars are 
very detailed and, in the cockpit 
mode, you get а nice view of the 
front wheels turning.and the best 
view of the tracks. There is no run- 
ning commentary which would help 
quite a bit, especially in the longer 
races, and the music is as. non- 
descript as every other F1/style racer 
out there. 


The control is very solid and 
absolutely requires an analog con- 
troller. You'll be hating life if you try 
to play this game with the D pad. The 
cars respond very well to even the 
slightest movement of the analog 
stick and the brakes are incredibly 
responsive. The Al is right on for this 
style of racing; it’s easy to catch up 
and also very easy to go from 1st to 
22nd. Overall, | must say that | was 
quite surprised and pleased with the 
experience. It's difficult at this stage in the f 


PlayStations life cycle to.get really excited about - її | 


ап F1 racing game, but Monaco Grand Prix doesa | 
really good job of making you think twice before 
you buy that next NASCAR game. Probably a rental 
for most; but, if you're looking for a solid F1 title, 
you won't be disappointed! 


in the Zone 99 marks the fourth installment of the ||" 
once proud series; and much like the-regular 1999 NBA 
season, this game seems all out of whack, 


But, before | divulge any of the game "s PRINS a a 
"brief-description of the game's features is in order. First 
of all; | give Konami credit for trying to add extra shelf life- 
to the game by adding gameplay elements outside of the 
5-01-5:саќесогу. There's a three point contest.and a dunk 
contest that both add a little extra somethirig to the show. 
Sure, there have been 3 point contests in the past, Би. 
Konami makes their experience different by increasing the. j 
: difficulty level as you progress through each-round.. - 


There's а shot meter in the 
tight hand corner that consists 
of three highlighted bars (in.the 
first round, anyway). Release the 
shot in.this area arid you'll make 
{пе shot. — simple as that..In 
round two, there's only two high: 
lighted bars, thus making your’: 
release point smaller. Finally, in 
the last round, there's only one 
Баг; so you have to. be really 
accurate if you want a chance 
to.win the contest. This system 
works well, and you'll find the. 
competition in the last round 
consistently requiring you to 
score 27-28 points in order to 
win.(not easy, what with that sin- 
gle bar!). 


Although there’s по longer 
a dunk contest- in the NBA All-Star festivities, Konami 
has thrown one into 17299; The dunking system is not played 
_ by virtue of quick reflexes and hand-eye coordination, but 
` ‘rather by your mental capacity! First, you pick the: level 
(1-5) of dunk.you want, then'a group of icons will appear 
at the bottom of the screen. This list will stay there for 
a few seconds, then you will be asked to input the same 
"code" in order for your player to-do:a dunk. If you get 
it right, he.will.do the corresponding jam - guess wrong 
and he does a lame little two-handed soft slam. 


A level 1 jam requires three inputs (maybe x,x, 0); 
while a level 5 dunk requires ELEVEN inputs! Needless to 
say, if you can remember the position of 11 different icons; 
then you should have much success! As for те, 9’s my , 
limit, and even then, it. has to:be in a simple order (3.x's 
° followed by 3 o's followed Бу 3 squares)! Anyway, all of 
this may not. mean much to you, if you're just interest- 
ed in the 5-on-5 action, but I give some credit to Konami 
for at least trying to add something extra. 


< OK, now оп to the bad news... The rest of the game 
just isn't any fun. Yeah, there are all of the standard options 
(create-a-player, trade; season: play, etc.) that any bas- 


ketball sim should have, but the т 
brass tacks of the matter is that | 

the gameplay i is stow and chunky. - X- 

The "turbo" button has almost no : 
effect on your player, as he simply low- 
ers.himself to “look” like he’s. going. 

- fastér, but the reality of it 15, he's still: 
going the same speed (or VERY close to 
Tt). Many. times Ра steal the ball at half 
court, yet my on-screen Gary Payton 

; couldn't out run Felton Spencer, and 
would end up:doing some totally lame || 
looking hook-tayup thing that appeared 
as if he jumped two inches off the 
ground! Painful,-just painful. 


Konami put in some sort of “bump: 
ing” program where guys collide and then 
kinda stutter backwards, as.if they just 
ran into a pick set by Benoit Benjamin: 
The worst part about this is that às your à 
guy stumbles backward, you can't do 
anything about it, you just have to sit 
and watch the animation run its course. 
However, the computer (or your friend) 
can still. swipe the ball from you. Not 
good. Many times you'd see somebody `: 
open under the hoop, but since your guy: 
is in the "stumble animation" ; you can't 
get it to him. ` 


Another sore spot for me is that the | 
shooting percentages are keyed way too -` 
low (just like the real thing). On the "пог: 
mal” difficulty setting, players miss way 
too many wide open jumpers, апа то 
compound matters; nobody ori your team 
knows what "offensive rebound" means. . 
You try.to activate the player closest 
to the ball; but that guy. is ALONG WAY. : |]. 
from the hoop. Second chance shots just Ц? 
don't exist in the game. And, neither do 
fouls. The computer never fouls me, 
except for the oh-so-occasional.reach- 
in. Other than that, forget it! : 


But; l've'saved the really good part 
for last = watching (ће сотриѓег hold 
the ball until there's two seconds left on 
the shot clock. Oh, there's excitement 
for you. Heck, sometimes the computer ` 
doesn’t even pass it around for 24 sec- 
onds — one guy may just stand there with 

. the ball in his hand, checking out the 
grooves to see. if there really are eight 
of them. With this kind:of excitement 
and high flying fun, don’t. be surprised 
to see scores (four minute quarters) in 
the thirties. Pitiful, just pitiful’ 


{п {һе Zone 99 remains a series that 
is spiraling out. of control. What once 
used to be the best game in town (ITZ2.- which came 
Out 3 years ago), it can easily be argued that the game ‹ 
Shouldn't even be around anymore. Whoever is in charge 
of making basketball titles over at Konami should try 
their hand at something different — like real-time mil- 
itary combat simulations based on 18th century Europe 
or Something. 
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You know that when even Capcom has а snow- 
boarding game, it's.a sign that there are just too many 
companies producing these types of games. For Accolade 
to survive and prosper in the more-crowded-than- 
we-can-understand genre, their вате, Big Air, need- 
ed three things: a new and excellent style of gameplay 
and control, extraordinary graphics, and a release date 
coinciding with the start of the snowboarding sea- 
son, They managed to accomplish none of those things 
with this game, relegating Big Air to the fast growing 
pile labeled;. “Oh по, not another one.” 


big aki trademark of Accolade ne. ие | 
Jti VAI reserved боты 
Pr Syndicate Al oihar vagemoras and nda 
ames aro ih propero» ot hot especie 
nens end ме used under кете, 


Big Air was originally: slated to drop in Winter of 
'98, but the development cycle 
dragged on and on, forcing 
Accolade to release this title 
late in the snow season (in 
fact, Big Air is just in time for 
some Spring boarding, almost 
having missed the season alto- 
gether). 


From the. moment. you 
start the game; it's obvious 
that Accolade and developer 
Pit Bull have done the required 
homework. on-Reaching: the 
Extreme Audience. That peppy 
mall punk and alterna-crap 
music that the kids today love 
so much punches out of the 
speakers with а blast of three- 
chord guitars and up-tempo 
beats ripped off from true.ska 
bands. Meanwhile, all sorts of 
snow-related hi-jinks are taking place in a video mon- 
tage that lacks only a’can of Sprite or Mountain Dew. 
Pit Bull has.re-used portions of the Test Drive 5 code, 
` yet it seems oddly slower riding on the mountains than 
it was racing in the cities: 


: Another sure sign that your game іѕ іп real trou- 
ble: when the gameplay demo is less exciting than the 
option screen that proceeds it. In arcade terms, this 
rolling demo is known as the “attract mode,” which is 
: süpposed to be a few seconds of intense, dynamic game- 
play designed to catch a would-be. player's eye and 
entice them.to drop quarters into the machine. Big 
Air's attract mode is a rather weak demonstration of 
the game's half pipe course, which should normally be 
the fastest; high-flying stunt-filled portion of any snow- 
boarding game. Since half.pipes are designed solely for 
speed and tricks, you'd expect to see the character 
- jamming-down the slope, crossing from one side of the 

pipe to the next, catching big air and turning crazy 
moves. Not so: In the Attract mode, you get the first 
„inkling that this is not going to be.a world-beater snow- 
board title. The character animation is stiff, and even 
though the resolution is low and the textures blown- | 
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out, the game. still crawls by at 
an incredibly slow frame rate. 


Thirty frames per second has : { : PAGE 69 
become the required norm for 3D E = 
games on the PlayStation these days,- : E EL 
with 60 frames per second becoming. LER wes E 
more and more common. Big Air chugs ||, у j d | 
along at-a barely playable rate that . jj AA d | 
Ра estimate to be closer to the neigh- 
borhood of 20 fps. When playing the 
сате, you feel like you’re moving 
through molasses, as if the snow you’re 
sliding across has developed a sticky 
surface. The lack of speed in the game 
really cuts into the flow of the sport. 
There's no feeling of jamming down а 
mountain at full (barely controlled) 
speed. Instead, you get a serene, 
floaty sensation that’s very tranquil; 
but not much like actual snowboard- 
ing. The half. pipe, where you should 
be able to really.cut loose, is short, 
giving you the opportunity to pull 
maybe five or six tricks before reach- 
ing the епа. 


6 سسا سل اسار = 


There аге а couple of different 
ways to shred the snow, depending on 
your preferred style of play. Big Air 
lets you freeride against another skier 
either in a race or in a competition for 
trick points, hit the half pipe, pull 
some big air acrobatics or engage in a 
multi-racer boardercross downhill 
race. Two players can compete in а 
split screen-mode as well. Big Air does 
take full advantage of the Dual Shock 
controller, with decent analog support 
and vibrations when you wipe out. 


Accoladé has spent a good chunk 
of money on licensing for Big Air. The 
sound track is filled with here-today, 
gone-tomorrow forgettable alterna- 
tive music stars (Blink 182; Leather- 
face, Odd Numbers) who provide a 
decent, if bland, backing track for the 
game. There’s also a hipster’s dream 
wardrobe of clothing and equipment 
from actual companies like Burton, 
K2, Morrow, Ride and Quicksilver. Of 
course, because the characters are so 
small and pixelated, there’s really no 
way to make out much of the appar- 
el. 


If you're looking for the next best 
thing to actually being on {ће slopes, 
l'd.suggest picking up 989’s Cool 
Boarders 3 or ESPN Extreme Snow- 
boarding from EA. Both of these games 
look a lot nicer and play a lot faster than Big Air 
(and you can punch people in Cool Boarders.3). № 
you're a big-time board fan, you may even already 
have one of these games; if.so, there's really not 
much call to add Big Air to your collection. An open . 
plea to the game industry in general: next year, 
please don't do as many snowboarding games! ` 


by Mark Androvich ` 


VIS a Te 


This is the third installment of an ongoing feature that will look at the progression of notable games in each genre on 


the PlayStation. This month: Puzzle and Board Games. 


The puzzle category is probably the least crowded of all the 
genres of games available for the PlayStation, 15 virtually non-exis- 
tent in the arcades, and doesn't have much of a history on home 
consoles either. And yet, when considering videogames that pro- 
vide a mental challenge and have a long shelf life, puzzles are among 
the best. 


The first puzzle game to appear in the arcades was probably 
Atari's Touch Me (1974). It wasn't really a videogame, but an elec- 
tronic amusement device which required players to watch 
and duplicate a pattern of colored lights. Although unsuc- 
cessful as a coin-op, the idea 
behind Touch Me later gained great 
popularity as a Milton Bradley 
tabletop game — Simon. 


One of the first coin-op puzzle games to attract a following 
was Taito's Qix (1981). It required players to fill in portions of a 
playfield by using a cursor to. draw lines while avoiding enemies. 
Qix was followed by games such as Make Trax, Blueprint, Amidar 
and others which eventually relied more on reflexes and less on 
brainpower. All of these games were released for the home con- 


sole systems of the day, such as the Atari 2600, 5200, and 
Colecovision. 


The puzzle genre all but died out in the arcade before it real- 
ly got going. Then, from Russia with love, came what would become 
one of the most popular videogames of all-time: Tetris (1987). This 
“arrange the falling objects" game set the standard for all puzzle 
games to follow. It was graphically simple and easy to learn, but 
extremely addictive. While Tetris spawned many sequels on home 
consoles and computer systems, it failed to start an arcade revolu- 
tion. Only a handful of coin-op puzzle games, such as Bust A Move 
and Klax, attempted to follow in its footsteps. 


The first puzzle games to appear on home systems were basic 
math contests, such as the aptly named Basic Math for the Atari 
2600. There were also follow-the-leader 
memory games in the vein of Touch Me 
(Brain Games), capture-the-flag games (Flag 
Capture) logical deduction games 
(Codebreaker) and match-the-object con- 
centration games (Hunt and Score). None PAR eum 
of these videogames were wildly success- Basic Math 
ful. Part of the problem was that they 
required specialized keyboard controllers 
rather than joysticks for input. Another fac- 
tor was the limited computing power. Basic 
Math, for example, could only handle basic 
addition and subtraction and had no power 
to include graphical flourish which would Brain Games 
have attracted the younger audience for Г 
which the low-level problems were appro- 
priate. In addition, many of these games: 
were variations of board games — Stratego 
and Mastermind, for example — or card 
games which had been around for years. 
Why buy an expensive cartridge and go to Я lag Capture 
all the trouble of hooking up your 
videogame system when you can just pull 
out the board game? 

In the years that followed, puzzle 
games appeared sporadically for the home 
consoles of the day. Sega got a lot of 


Codebreaker 


mileage out of Columns, a Tetris-inspired 
“falling objects” game created for its Game 
Gear and Genesis systems. Nintendo 
answered with Dr. Mario, Yoshi's Cookie and 
other similar games. After a legal battle; 
Nintendo established its rights to the origi- 
nal Tetris and followed up the game with 
Tetris 2 and Tetris Attack. The original Tetris 
was packaged with the Game Boy, which 
became the best-selling handheld videogame 
system of all-time. In fact, the handheld sys- 
tems were more suited for the puzzle genre 
since they depended upon addictive, solo. 
gameplay and weren't able to produce flashy 
graphics. Games such as Pipe Dream and Ге 
Shanghai found their way to both handhelds. | 
and console systems. 


When Sony's PlayStation was released | 
in 1995, game developers were given a new. 
console to port their most successful puz- 
zle games to— as well as fertile ground for new puzzle ideas. 


1995: 

Aside from being released on numer- 
ous platforms at once (even the Atari Jaguar), 
Viacom's Zoop has the distinction of being 
the first puzzle game available for the 
PlayStation. The game consists of a square 
“base” in the center of the screen which is 
defended by a triangle moving along its 200р 
perimeter, Rows and columns of colored shapes head towards the 
center base from the north, east, south, and west of the screen. You 
must hit the advancing shapes with your triangle. Hit a shape of 
the same color and the shape will be destroyed. Hit a shape of a 
different color and your triangle now becomes that color. You must 
eliminate a set number of shapes to move on to the next level. 
Meanwhile, the speed of the advancing shapes increases and the 
background colors change in an attempt to fool your eyes. Speaking 
of which, playing Zoop for an extended period will cause your eyes 
to water more than peeling a fresh onion. 


1996: 

Probably the best known puzzle р (at «lua 
videogame of all-time, Tetris, finally made a Pa (mii 
PlayStation appearance via Jaleco's Tetris |2 
Plus. The ‘plus? refers to a new puzzle mode: |. 
which requires you to use the falling blocks: 
to open space for a trapped archaeologist É 
to reach the bottom — before he is impaled Tetris Plus 
by a row of descending spikes. The game also features Classic Tetris, 
which is frankly a better game than the new version, and an Edit 
mode allowing you to create and save up to 10 new levels. 


Geom Cube is a hard-to-find 3D varia- [y 
tion of Tetris in which you rotate and drop. 
pieces into a well; attempting to complete- 
ly fill up a horizontal row. You might be 
more familiar with this game under names 
such as Welltris and Blockout. 

Originally a Neo*Geo system coin-op 


Geom Cube 


game, Bust A Move first saw the light of day on the PlayStation as 
Bust A Move 2. The object is to use a cannon at the bottom of the 


screen to shoot spheres upwards, where 
they collide with and stick to other spheres 
which are slowly descending. When three т i 
or more of the same color sphere connect, Д, | 

they explode. I any spheres are attached Raa, =| 

solely to the exploding spheres, they too EM — 
will drop away. The object is to clear ће Pust-a-Move 2 
screen before the spheres reach the bottom. In the two-player game, 
you can send spheres to the opponent's side by destroying or drop- 
ping more than three spheres at once. The addictive gameplay and 
quirky voices/music made this game our editors' choice for Best 
Puzzle Game of 1996. 


The Buster Brothers Collection is a 
compilation of three puzzletype games, only 
one of which appeared in the U.S. The 
object is to clear the screen of balloons by 
shooting them with a rope harpoon. Each |" 
large balloon breaks into two smaller bal- 
loons: which themselves break into two 
smaller balloons before finally being eliminated. You cannot touch 
any of the balloons and have a limited amount of time to complete 
each round. Some of the balloons drop extra weapons to help you 
achieve your objective. 


1997: 

Parappa The Rapper was а huge hit in 
Japan that almost didn’t get released in the 
U.S. due to concerns that it wouldn't appeal 
to American players. Fortunately, that did- 
n't turn out to be the case. The game 
requires players to mimic on-screen instruc- 
tors, using a combination of the action but- 
tons, while keeping the “beat” to rap music. The characters are 
unique and presented in a very unusual fashion — they are drawn 
in two dimensions despite inhabiting a three dimensional world. 
As а result, they look like paper cut-outs (hence the title, which 
means "paper thin”), 


Parappa the Rapper 


Despite the spelling, Intelligent Qube 
was one of the more cerebral challenges to 
come along in a long time. Players con- 
trolled a tiny man who ran along a floating 
rectangular platform. Colored blocks start 
to adyance towards the player from the far " 
end of the platform and you must avoid Intelligent Qube 
being run over. At the same time, you cannot allow the gray blocks 
to reach the end of the platform and fall off. Using the action but- 
ton sets a "trap"on the floor which you can activate from a distance 
to destroy the gray blocks as they pass over it. Black blocks must 
not be destroyed — doing so will shorten the platform area you 
have to maneuver on. Destroying green blocks will create a spe- 
cial tile that, when detonated, will destroy all adjacent blocks. Your 
goal isto destroy the gray/green blocks in the least amount of moves. 
Although IQ presented a new and unique concept, the audio effects 
were limited and the graphics were spatse. 


Capcom found another use for its Street Fighter II and 
Darkstalkers characters, or at least for *kiddie" versions of them. 
Super Puzzle Fighter II Turbo is a variation on the “arrange the falling 
objects" theme most closely related to the Sega game “Columns.” 
In SPF2, players must arrange colored gems which fall from the top 
of the screen. Some gems destroy gems of their own color and 


some clear the screen of any gems they 
touch. As with most games of this type, you 
can send gems down on the opponents side 
by clearing ones from your own side. The 
twist here is that the gems fall on opponents 
in different patterns, depending upon the 


oe: Super ЕЕ Fight 2 


Your 
^e character you are using. SPF2 received our 
Aie nod for Puzzle Game of the Year 1997. 
д 
Я 
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Tecmo Stackers was another variation 
of the Genesis/Game Gear Columns" game. 
Squares called “quads” fall in groups of two 
from the top of the screen. When you:com- 
bine four or more of the same color, they 
explode. The twist here is that any adjacent 
Tecmo Stackers quads not destroyed will reach out and 
attempt to link with like-colored quads, resulting in some serious 
chain reactions (and sending blank quads to the opponents side 
of the screen). Although mildly addictive; Tecmo Stackers does have 
some weird graphics; strange music, and broken English. 


Devil Dice is the first (and so far only) 
game to be originally developed on the Sony 
Yarouze system. Originally known as Xi, it 
involves rotating colored dice so that the 
number on the top of each die matches the 
numbers on the top of adjacent dice. Lining 
} up the same number of dice as the symbols 
on top (three “3's, four“4’s") causes the dice to disappear. A puz- 
zle mode features dice made of ice, wood, stone, and iron that rotate 
(or not) in different fashion. Up to five players:can compete simul- 
taneously in the War mode. Fun and unusual. 


Devil Dice 


On the heels of Parappa came Spice 
World: Players got to remix several of the 
Spice Girls tunes, learn dance steps, perform 
them, and teach them to others: Although 


geared towards a female audience, and def- 
EL initely for fans of the all-girl: group; the game 
[eT 5 was mildly addictive and unlike most games. 
^ Spice World x B 

on the market. 


The little-seen Lode Runner brought 
the 1983 puzzle/platform computer game 
into the 1990's with а soundtrack and new 
background graphics. However, the game- 
play was still in 2D. Just as the original, the 
PlayStation version of Lode Runner featured 
an editor to make arid save your own lev- 


Lode Runner 


Originally titled Kula World” Roll Away. 
was one of the few puzzle games to take 
full advantage of the PlayStation's 3D graph- 
ical capabilities. The object was to move а 
beach ball on floating platforms В а 
Coins, fruit, and Keys which open exits. At А 
the same time, you had to avoid various Roll Away 
obstacles such as spikes and pills that distort your view. The chal- 
lenge came in finding the exit in the allotted time, and you were 
required to think three dimensionally since the ball can travel on 
all sides-of the 3D structures. Although the two-player mode was 
lacking, due to not allowing simultaneous competition, the game 
was still good. enough to be voted out editor's choice for Puzzle 
Game of the Year for 1998. 


Released at the end of 1998, Bust A 
Groove expands upon the themes first pre- 
sented in Parappa the Rapper: Players con- 
trol dancers and must keep them moving 
to the beat of catchy pop, disco, and tech- 
по tunes. This is done by hitting the button 
combination which appears on the screen. 


Bust-a-Groove 
You сап also send attacks at other players, disrupting their rhythm, 
and you must learn to dodge these attacks themselves. The inter- 
esting characters, imaginative settings and fresh music, albeit with 
odd lyrics translated from the original Japanese, make this a highly 


recommended game. 


Bust A Move 4, also released at the end 
of 1998, enhanced the original concept with 
a new chain reaction system similar to that 
seen in Тесто Stackers. When a sphere of 
a different color is attached to the set of 
three that are destroyed, it will search for a 
sphere set of its own leading to some wild Bust-a- Move 4 
chain reactions. There is also a pulley system which requires play- 
ers to eliminate all bubbles without allowing one side of the pul- 
leyto drop so far below the-otber than it hits the bottom. 


Art Dink is 4 game developer definite- 
ly known for offbeat titles, апа No One Can 
Stop Mr, Domino follows that trend. The 
game requires players to maneuver a walk- 
ing domino through a 3D playfield, setting 
ира row of dominos so that when they are 
knocked down they will set off various on- 
screen events. Although it is fairly short as far as the number ley- 
els аге concerned, the presentation is quite humorous and Mr. 
Domino becomes addictive when you try to create as many chain 
reactions as possible. 


Mr. Domino 


Although most puzzle games rely upon 
brain power over hand-eye coordination, 
Irritating Stick does not. You've got to be 
smooth with the controls as you attempt to 
maneuver a metal rod through a 3D maze 
without touching the electrified sides. Based Mese А 
upon а Japanese television game show, and Irritating Stick 
similar to bar sobriety coin-operated amusements of years past, 
Irritating Stick isn't for everyone, but you've got to admit you've 
never played anything quite like it. 


Tetris returns to the PlayStation in the 
form of Capcom's Magical Tetris Challenge, 
which features licensed Disney characters 
and a few additions to the game play; such 
as new shapes, а magic meter, and a loca- 
tion marker to show you where your pieces 
will land, The Next Tetris and Tetris: The 
Grand Master will also keep puzzle game fans happy — although 
we could be heading for Tetris overkill: 


Magical Tetris Challenge 


If you were wondering whatever hap- 
pened to BustA Move 3, here's your answer 
— since ВАМА beat it to market, BAM3 will 
be renamed and released by Acclaim as Bust 
A Моуе 99. Also in the sequel department, 
look for the Japanese release of Umjammer 7 
Lammy (Parappa) and Dance Tengoku Mix Bust-a-Move “99 
(the follow up to Bust A Groove), which are almost certain to make 
it to the US. 


While not exactly in the same category as puzzle games, board 
games are similar in that they make up just a small part of the 
PlayStation’s software library and they appeal to people who want 
a more cerebral challenge. The best thing about videogame board 
games is that you don't need four other human players, and you 
don't even have to put away the boards, stack the cards, sort the 
money, апа keep track of those pesky tokens. 


Coitrop versions of board games are pretty much non-existent. 
The length of time, the number of rules that must be learned, and 
the level of concentration needed to play doesn't 
make them well-suited for an arcade. At the height 
of its popularity in the early/mid 1980's, Trivial Pursuit 
was released in a coin-op version courtesy of Sente: 
Unfortunately, it required many additional coins in 
order to play a game of any decent length. Attaxx 
was a graphically updated version of the strategy 
board game Othello that featured red and blue 
pieces which *oozed" into position: 


The earliest home systems all had versions of ancient board 
games such as chess, checkers, fic-tac-toe and backgammon. Such 
games were plentiful since, as no one owned the copyrights to 
them, no licensing fees were required. However, due to the primi- 
tive computing power of early systems, the computer AI was usu- 
ally not very challenging. Atari's Video Chess had to turn off the 
display while the 2600 calculated its next move, for example, and 
sometimes it even cheated! The PlayStation has its own chess game 
in Chessmaster 3D, but so far no other ancient strategy board games 
have graced the system. 


Eventually, videogame systems became 
more powerful and were able to handle not 
just the classics but more modern games. 
However, only the ‘most popular board games 
have made the transition to videogames— 
such as Clue, Battleship, and Monopoly, - 
which were released for the SNES and Chessmaster 3D 
Genesis. 


In 1860, а man named Milton Bradley 
created “The Checkered Game of Life” which 
became a popular diversion around the time 
of the Civil War. When Milton Bradley (the 
game company) celebrated its 100th anniver- 
sary in 1960, they updated this board game 
and released it as The Game of Life. Hasbro's 


Game of Life 
PlayStation version was released in 1998. 


An unemployed heating engineer 
named Charles Darrow submitted a game he 
invented to Parker Brothers in 1932, but 
when they turned him down he sold his 
ation to EA.O: Schwarz instead. After the 
game sold well, Parker Bros. reconsidered £ > 
and offered Darrow a royalty contract for his Monopoly 
game: Monopoly. Ironically, this rejected game remains Parker 
Brothers’ best-selling and most well-known board game to date. It 
has been printed in 23 different languages, not to mention being 
released for videogame systems such as the SNES, Genesis and, most 
recently, the PlayStation. 


You might not consider Battleship to 
be a board game, but it fits in that category 
and it will soon be coming to the PlayStation 
courtesy of Hasbro. Now, if only they include 
| ЕМУ of the old television commercial on the 
Battleship CD — "You sunk my battleship!” 

Three additional PlayStation titles fit 
the puzzle/board game genre better than 
any other category. Wheel of Fortune and 
Jeopardy! let players experience the popu- 
lar television game shows at home. The 
games are actually given away on the real 
shows as consolation prizes. (^ You also get Wheel of Fortune 
а copy of our home game!”). In addition, You Don't Know Jack, the 
‘hip? PC trivia game from a few years ago, will be ported to the 
PlayStation in 1999. 


Puzzle and board games will likely continue to appear on what- 
ever videogame consoles exist-in the future, especially since most 
of them rely upon yery tight gameplay and not on graphic or audio 
effects. However, puzzle and board games are not likely to rival 
fighting games, driving games, or sports games in popularity. Because 
they provide a cerebral, rather than a physical challenge, they do 
not appeal to everyone. Because many of them are based upon sim- 
ple concepts much older than videogames themselves, some peo- 
ple consider them to be duplicative of classic board and card games 
— except without the added benefit of socialization you get from 
throwing Yahtzee dice with (or at) your siblings. Indeed, if you don't 
have a human opponent to compete with and are looking for an 
addictive challenge with lots of replay value, your PlayStation and 
a handful of puzzle or board games just might do the trick. 
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ing us to bring back e e, е put together the first half of 


st-released RPG, Legend of ia (the second part will be run 

be g this a dedicated section in the book every month with walkthroughs for. 
ghest games, as well as answers and tips to any burning gameplay questions you 
free to drop us a line via snail mail: Examine, 1175 Chess Drive Ste. E, Foster City, 


Because of the non-linear storyline, you can go to any particular city at any time and talk to people in any order. The dialog you get from interacting with the 
people will be excluded unless necessary. So remember to always talk to everyone. The different answers you give, | found, have no bearing in the game except it 
changes the responses you get. Good luck and good playing. 


The story begins at the Genesis Tree, as you leave you run into Mei. From there, explore the town. Don't forget to talk to the monk from Biron to learn your first 
fighting art, he’s on the beach. When you leave your father's house, the hunters return and storyline takes over. Head to Mei's house and talk to her. Go home and sleep. 
Waking up in the middle of the night, you have to talk to the Village Elder and watch the FMV. Now is a good time to save at the Memory Statue in the cave. From 
there, talk to the item shopkeeper to collect some Healing Leaves. Talk to your sister to fully hea, then get ready to do battle. Go to the Genesis tree and touch it to receive 
your “ally”. Kill all the Seru attacking to gain some experience. Go back to your house and speak to your father. This brings you back to the Genesis tree. Activate 
the tree’s power by touching it and watch the storyline. When yov're ready to leave, head out of town. Mei will catch up to you and give you some Hunter Clothes. 
Don't forget to equip. Follow ће road to your next destination. 

Items: 

Healing Leaf — Cabinet in Vahn's house 

Magic Leaf — Cabinet in Elder's house 


Nothing here except a chance to heal at the fountain and find out about your next stop, Drake Castle. Also, there’s some information on the statues. To get to Drake 
Castle, continue to follow the road North. 

Items: 

Healing Leaf — Chest far right from entrance 


The whole castle is up the center stairs. There’s a Door of Light to the right of the entrance. From the castle entrance go North up the stairs to 3 doors. Enter the 
left door first and get the Sunrise Key in the case to your right. This will let you open the middle door. Go up the lon halay into the next alcove. Enter the South 
room to your right and get the Lightning Key to open the next locked door. There’s a Healing Leaf in the corner to the left of the locked door. Go up the long hallway. 
In the next alcove, enter the South room to your left and get the Survival Knife — equip. The other room at the far right contains the Star Key to unlock the North 
door. Again go up the long hallway to the gate. There’s a Healing Leaf in the far-left top corner. Go South from that chest into a corridor with 3 doors. Take the 
middle door into the throne room. The door to the left of the throne hack a letter for you and the Mountain Key. The door to the right of the throne holds a save point 
and a chance to recover. The chest in the room holds Fire Book |, this is for Vahn to read and learn a new Hyper Art. Head back to the gate and go outside. Follow 
the road to Mt. Rikuroa. 


Now you are Noa, in a cave just North of Mt. Rikuroa. Talk to her instructor, the wolf Terra, and follow her to the training area. Along the way she asks you 3 
questions. The answers are: 1) Seru and Human 2) the Genesis Trees 3) Mt. Rikuroa. Don't forget to look around as you follow her. You should pick up 2 Healing Shrooms 
along the way. In the training area, fight all the Piura to advance levels. In between battles, Terra can heal yov. 

To the far left of the training area is another Healing Shroom. When you can't fight any more, Terra will tell you it's time to go, follow her 


out. After the earthquake, race back to the room you started in. Terra now joins you in leaving the caves. — s 

Don't worry about healing, Terra does that for you ае, your health от, ae Don't foe to pick uj AMINE e Page 75 
the Healing Shroom along the way out. Once outside the caves, head South ‘til you get to a branch that leads 

to the East. Follow this canyon to see where the mist is coming from. In the same area is a chest holding а Nail Glove for Noa — equip. Go to Mt Rikuroa to the South. 

Race up the path of the mountain fo a save point and Healing Leaf. Enter the cave and follow the path. Grab the Scarlet Jewel then the Power Water. As you head out 

of the cave, a Golem blocks your way. Нез not too tough — dion 600 hp. Once outside, Terra tells you of her plans. Enter the next cave and again follow the path. Grab 

the Phoenix next to the save point. Exit the caves and then the storyline takes over. 


MT. RIKUROA 

You're Vahn again, so follow the path to the top to save your friends. Jump up the mountain and grab the Speed Elixir on the bottom path. Head up and enter the 
caves. The path splits. The right path leads to a series of ledges to a cave. You get a Healing Leaf and Vahn's Fist here. The left path leads to ledges with a Healing 
Bloom and the entrance to a long tube that leads to the save point and your friends. Run over and start the battle against Caruban. After the battle, activate the Genesis 
tree to revive the citizens of Drake Castle. This gives Terra enough power to join Noa. Use the Door of Light to get to the outside, then head back to Drake Castle. 
CARUBAN 

This boss has no particular weakness. His attack does between 150 to 250 hp of damage and he has approximately 1000 hp. Guardian Water is his treasure. 


DRAKE CASTLE 

The storyline takes over as the king congratulates you on saving his kingdom. As a reward, you get the Water Key. From the throne room, head South, then take 
either the left or right door. This brings you back to the gate. Take the middle exit, going South down that long hallway to the next section. Then, exit South again. This 
brings you to the area with 2 water canals. The bottom left room has a man who can teach you new fighting arts. Also in the room is a Healing Leaf. Go back to the 
previous room and exit South. This brings you to the first courtyard with 3 doors. The left room has a Hhealing Bloom. The right room has Swift Water. Exit again to the 
South to get to the Farmer’s Market. Mingle with the people. The answer to the item shopkeeper's quiz is: 1) Healing Berry 2) escape from the dungeon 3) Wats. Your 
prize a 0 Healing Shrooms. After Noa is done talking with everyone, leave the castle and head to the water gate. Use the key to shut it down and the grab the Wind 

| for Noa. 


BIRON MONASTERY 

On the way to the monastery to the East, head to the mist entrance and get the Phoenix. Head directly South to the hunter's pool to talk to Leezam and heal up. Don't 
buy anything just yet. Head back to Rim Elm and in the upstairs room. There's a Point Card — you'll need this later. Now, when you buy items you charge the Point 
Card. Head Northwest across the now-dry riverbed and to the monastery. Along the way, you might want to go to the other mist entrance to get the Life Water. At the 
monastery, head North and flip the switch to continue the storyline. Head North from the main room and examine the statue of Biron to get a Power Elixir. Go North 
and run into Maya, Mei’s mother. Follow her upstairs and try and enter the right most room. Afterwards, head into the middle room to save and buy better armor; 
there's Medicine in the lower right corner of the room. The far-left room allows you to heal up. Exit out one of the bottom middle doors, then head up the stairs to the 
middle doorway. Talk to the master, the story line takes over. At the dinner banquet, talk with everyone and then, when the master enters, talk to him to start the 
storyline again. The next morning, head back to the room with the East and West stairways and talk to Maya, waiting to say goodbye. Flip the switch and head 
outside. Follow the road North to the forest. Along the way, look into the mist entrance and get the Могу Book. NOTE: Don't forget fo equip the Ivory Book before your 
character is about to level up. You know what that means? Extra magic points! 


WEST VOZ FOREST 

Head up the path to the intersection. The right path leads to Medicine. The left path has a Healing Leaf along the way to the next section. This brings you to an 
open area with 2 tubes going left and right. The right tube leads to Medicine. The left path leads to a Shield Elixir and some Fertilizer. Go back up to the central path 
and head North to the river. Examine the bridge grass. This should let you use the Fertilizer on it. Cross over then go through the tube. Grab the Door of Light and the 
Noa Feral to the North. Go West to the save point. Up North there is also a Healing Bloom. The Genesis tree is through the tube just above the Memory Statue. 
Proceed to the tree and activate it. Watch the storyline and use the Door of Light to get fo the outside world map. Head bak to the monastery to see what happened. 


BIRON MONASTERY - 2ND VISIT 
The monastery is now engulfed with the deadly mist. Inside the master’s room, just below the stairs, is a Healing Bloom. Go South down the stairs and exit through 
the right door. Go back to the far right open door to see the fate of Maya. Read the letter on the floor and then leave the room. The rest of the people are barricaded in 
the middle room. Go there and find out what caused the mist to enter the monastery. Inside is the save point, an items shop, a weapons dealer, the cook (she will fully heal 
you) and a man who teaches more fighting arts. Now, you need to go back to the doorway to East Voz. Leave the room and go through the middle bottom exit. Now, 
ю up the stairs and exit to the upper right. As you leave, Gala will join up with you again. Now is a good time to head back to the cook to heal everyone and learn 
the new fighting arts. 


EAST VOZ FOREST 

Back out on the world map, follow the road leading to the forest. In the forest, some high grass blocks the path. You need to go through the tube on the right. This 
leads to a pathway heading North. Go up and to the ich to get a Healing Flower. To the right leads to a Weed Hammer and a Magic Leaf. With the Weed Hammer, 
you can now go back to the blocked passage and get the Guardian Water. From that chest, go back to the previous path. Head North. Further up the path is a tube where 

ou get a Cure Amulet. Proceed to the next screen. On the left there is an Antidote and a Survival Club. Equip and break the weeds to the North. This will lead you 

back onto the path with an Azure Jewel at the Northern end. Head down and to the right. Go through the tube. Go North to the next screen and follow it as it winds 
around to a Medicine. Go through the tube and keep heading North to a save point. Next stop, the Genesis tree. Watch the storyline unfold. Activate the Genesis tree. 
But, wait. Songi appears to stop you and it's showtime. Too bad Songi is just too strong for Gala. The monsters he leaves aren't that strong though, and it’s a good time 
to absorb their magic. Once you defeat them, activate the Genesis tree and let the storyline take over. 

VIGURO - TWO 

This boss has no particular weakness. Thier attack does between 150 to 250 hp of damage and has approximately 1000 hp. They are faster than some of your 
heroes so don't use them to heal the party. 


BIRON MONASTERY 
After talking to the master and Maya, #5 time to destroy the Mist Generator. So, heal up and buy better equipment. Don't forget some Door of Lights. Then, head 
out towards the West Voz Forest and enter the valley of the Mist Generator. 


MIST GENERATOR 

After entering, you come to a platform. Grab the Thunder Book |. To the right there's a Healing Leaf and Flower. Go left. Grab the Fury Boost. Follow the path to 

its split. To the left is Healing Bloom. Go right to the elevator — enter. Once you exit there is a save point and Short Sword. Go down the corridor. You'll pass а Shield 

Elixir on the right and a Phoenix on the top room. At the split, there's Medicine to the left. Go down to the next split. Below is a Wisdom Leaf. Take the right path and follow 

toa set of 4 pd They hold a Healing Bloom, Burning Jewel, Tempest Jewel, and Door of Light. Use the save point. You will fight Songi next. Continue on to the 
ied, the storyline takes you back to Biron Monastery. Heal up and go out 


elevator then save again. Keep going to Zeto who is guarding the Mist Generator. Once defea 


to the West Voz Forest exit again. This time, follow the river to the Ancient Wind Cave. 
SONGI 


ү dE is similar to Gala with no weakness. His main attack does 100 damage and his Hyper Wave does 250. He has 800 hp and gives а Mettle Ring when 
leteated. 

ZETO 

Zeto becomes а giant crab with a weakness to fire, so Vahn will be doing the most damage. He attacks for 250 to 350 points of damage and has 5000 hp. When 
he does a Call Wave, use Spirit to protect against the 500 - 600 damage. 


ANCIENT WIND CAVE 

Alter entering, go left and look for the lever and use it. Look among the barrels for items. Now, go out the North door to the next screen. At the fork, the right 
path has a Door of Light. Go left to another fork. The left path has a Нест Bloom. Go right and meet ће old witch. Spend the night and watch а dream sequence. 
Then, head out the North exit to the Sebucus Islands. Don't forget to check ўе barrels behind the old witch. 


SEBUCUS ISLANDS 

Now is a good time to do a little exploring. Head over to all the places on the world map but don’t explore them just yet. This will allow you to use the Door of 
Winds to avoid unnecessary encounters when injured. Use the world map (access through L1 button] to see which cities to go to. Then, return to Vidna to buy better 
armor/weapons and heal at the inn. Head South to Jeremi. 


JEREMI 

Head North into town. There’s a Phoenix and Target Chain (downstairs bookshelf) in the item shop on the right. To the left of City Hall, there’s Power Water 
inside the inn. To the right is a Healing Flower. Go into City Hall and head North to the elevator room. Grab the Healing Leaf and take the upper left elevator. Then, 
enter the one below when you exit. This brings you to a split room. Take the upper right to get a Speed Ring. The lower right leads to a room with 4 elevators. Here, 
take the upper right to get a Healing Bloom. The upper left leads to a dial that turns on the rapid elevator. The bottom leh goes to the Genesis tree. Exit the door at 
the bottom and save at the Memory Statue. There's a Forest Amulet in the upper right and a Speed Elixir in the upper left portion of the maze. When you're ready, 
approach the Beserker at the Genesis tree. | recommend that everyone should be level 15 at least, or you're in for a rough battle. With the Genesis tree awakened, 
ifs fime to enjoy your victory party. Zalan, in the bottom left building, also waits to talk to you. 

ERKER 


The Beserker’s main attack and Spore Gas attack deals out 500 to 600 points of damage plus the Rot status — equip the Forest Amulet to prevent this. Its 
power-attack of Stone Circle devastates the entire party for 600+ points. The Beserker has 5000 hp and holds a Fire Book Il. 


VIDNA 

Head back to Vidna to get the rest of the armor/weapons you weren't able to afford. Don't forget to heal. Explore the town, Zalan’s son Pepe is here. Then, it's 
off to Octam to find Hari. 

Items: 

Phoenix — Drawer in Hot Springs 

Magic leaf — Cupboard in weapons shop 

10 Healing Leaves — а Нет shop 

Door of Wind & Healing Flower — Upstairs closets of the Inn 

Fishing Tackle — Talk to man on the beach ‘til he gives it to you 


ОСТАМ 

Head North once in town. To the left, there’s a room with Swift Water inside. To the right is a room with а Speed Elixir. Go into the entrance at the bottom of the 
temple. Continue through to the hall of statues. Read all of the Sacred Books on both sides to open the hidden stairway. Go downstairs and meet another new character 
in the storyline. That's all there is to do here, leave the temple and head over to Jeremi and talk to Zalan to get the Star Pearl. NOTE - You had to have delivered the 
letter first. Then, go to the Shadow Gate. 


SHADOW GATE 
Surrounding the Shadow Gate are 4 stone idols. To activate the Shadow Gate, set the appropriate idols to these symbols: 
South Key - Water East Key - Wind 
North Key - Earth West Key - Fire 
This will open the Stone Flower. Touch the bud with the Star Pearl to open the door to the past. 


PATH TO THE PAST 

Head North. The left path has a Healing Flower inside. Go right to another Healing Flower. At the fork, go left. A Life Ring is at the end of the right path. Go 
straight to a Wonder Elixir. Take the left road. You'll pass another Healing Flower at the end of the path going up. Continue on, grab the Fire Boost, ‘til you get to an 
open area. There's a Shield Elixir to the North and the path to the city under Octam is to the South. 

OCTAM UNDERCITY 

Afer you enter the city, you will get escorted to Hari's house. After talking to everyone there, go to the Mayor's house in the middle of town. He's all the way up 
top. Don't be shy, mingle with the people on your way up. After talking to the Mayor, go down the stairs to start the storyline. Talk to all 3 Hari then leave his home. 
The storyline grabs you once more. Head back to the Mayor to find the beginning of the quest Hari set before you. 


THE JOURNEY CONTINUES... MAKE SURE TO CHECK OUT PART Il IN OUR NEXT ISSUE! 
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FIGHTING ARTS 
Hyper Elbow 

е» & 

Charging Scorer 
v^» 

Somersault 


Pyro Pummel 
>te 
Spin Combo 
*9»€ 
PK Combo 
Vane 
Hurricane 

LE BA 
Cyclone 
vant 


HYPER ARTS 
Tornado Flame 
» 

Fire Blow 

ove 

Burning Flare 
„= 


SUPER ARTS* 
Power Slash 
эле+ 
Fire Tackle 
etetik 
Maximum Blow 
otteet 

Tri - Somersault 
+522452 
Rolling Combo 
*t95€6€9444 


MIRACLE ART* 
Vahn Craze 
996094594 


NOA 


lizard Tail 
ttt 
Acrobatic Blitz. 
+++ 1 


lancer 
3344 


~Dolphin-Attack 
o +++ 
_ Bird Step, 


endi 
Swan Driver 
к + 


Tough Love - Confusion 


эле» 
Rushing Gale, 
ttet» 
Tempest Break 
E d 


Frost Breath 
ee» 

Vulture Blade 
є» є» 
Hurricane Kick 
+222249 


Super Javelin 
44+» 
Dragon Fangs 
940499 
Triple Lizard _ 
vetet 
Super Tempest 
»»eb?ttt9 
Love You 
99224296» 
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GALA 


Flying Knee Attack 
vane 
Battering Ram 


Back Punch 
+» «+ 
Guillotine 
tte 

Head - Splitter 
ttt 

Side Kick 
** t4 
Black Rain 
tett 
Neo Raising 
wet 
Electro Thrash 
**9»€ 
Bull Horns 
+495 6 


Thunder Punch 
>> 

Lightning Storm 
»*t 
Explosive Fist 
„ее 


Rushing Crush 

> 44444 
Super Ironhead 
v*tet$99 
Back Punch x2 
9949€ 
Heaven's Drop 
tettert 
Super Neo Raising 
> 44844944 


Biron Rage 
„>з ее 


* Can only be used after Spirit Move and no additional moves сап be performed after. 


MAGIC 


FIRE MAGIC - Lowers АТК EARTH MAGIC - Lowers DEF LIGHTNING MAGIC - Lowers INT ALURA - Single Enemy 


GIMARD - Single Enemy 
ZENOIR - Area Effect 


GOLA GOLA - Single Enemy 


WATER MAGIC - Lowers AGL 


GIZAM - All Enemies 
FREED - All Enemies 
SLIPPERY - All Enemies 


MUSHURA - All Enemies 
KEMARO - Single Enemy 
IOTA - All Enemies 


WIND MAGIC - Lowers SPD 


SWORDIE - Single Enemy 
NOVA - Single Enemy 
BARRA - Single Enemy 


THEEDER - Area Effect 
VIGURO - All Enemies 
GILIUM - All Enemies 


DARK MAGIC - Causes Confusion 
NIGHTO - Chances Increase With Level 
PUERA - Mystery Move 


LIGHT MAGIC - Removes Harmful Status 
VERA - Heals Single Party Member 


ORB - Heals Whole Party 


SPOON - Heals Whole Party 


V^ M ubl 
The P SExtreme Historical Ranking Chart 


The EXCAVATE section is where we dig up 15 months worth of ratings and present them on one easy-to-read spread, along with a 
little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for those 
older games that you might have missed (or wish you had). 


WR SURA VUn D 


PLANT GAMERS 9910703 RAKING] Jersey Devil July 1998 93% 

Crash Bandicoot 2 December 1997 99% Rival Schools November 1998 93% 
Resident Evil 2 99% Guilty Gear December 1998 93% 

GEX: Enter the Gecko 99% Point Blank 2 April 1999 92% 
Syphon Filter 99% Tai Fu April 1999 92% 

Moto Racer 98% Nightmare Creatures December 1997 92% 

One 98% Fighting Force December 1997 92% 

Gran Turismo 98% Armored Core December 1997 92% 

Spyro the Dragon 98% Hot Shots Golf April 1998 92% 

NFL GameDay 99 98% VR Baseball 99 June 1998 92% 

NFL Blitz 98% Cardinal Syn June 1998 92% 

| Medievil 98% The Granstream Saga July 1998 92% 

4 Metal Gear Solid 98% Parasite Eve September 1998 92% 
s Crash Bandicoot 3: Warped 98% WWF War Zone September 1998 92% 
Tomb Raider II 98% Brunswick Pro Circuit Bowling November 1998 92% 

Tomb Raider III 98% Cool Boarders 3 November 1998 92% 


GOLD GAMES) ISSUE, RATING Streak December 1998 92% 

Tekken 3 97% Knockout Kings January 1999 92% 

А Test Drive 5 97% NCAA Final Four 99 March 1999 92% 
j NBA Live 98 December 1997 96% Rollcage April 1999 91% 
NCAA GameBreaker 98 January 1998 96% Forsaken June 1998 91% 


A Reboot 96% Test Drive: Off Road 2 December 1998 91% 
Blasto May 1998 96% Wild 9 December 1998 91% 
MLB 99 June 1998 96% Assault Retribution December 1998 91% 
ر‎ Colony Wars: Vengeance December 1998 96% Guardian's Crusade April 1999 90% 
Bust-A-Groove January 1999 96% Ridge Racer Type 4 April 1999 90% 
4 Civilization II March 1999 96% Test Drive 4 December 1997 90% 
Critical Depth January 1998 95% F1 Championship Edition December 1997 90% 
4 Rogue Trip November 1998 95% Broken Sword February 1998 90% 
A Kagero: Deception II December 1998 95% Alundra ebruary 1998 90% 
f NHL Face-off 99 December 1998 95% Command & Conquer: Red Alert February 1998 90% 
P Duke Nukem: Time to Kill December 1998 9596 Heart of Darkness September 1998 90% 
A Bugs Life 95% Kula World September 1998 90% 
4 NCAA GameBreaker 99 January 1999 95% G Darius October 1998 90% 
Akuji: The Heartless February 1999 95% Moto Racer 2 November 1998 90% 
й Legend of Legaia 94% Bushido Blade 2 November 1998 90% 
и MDK December 1997 94% The Unholy War November 1998 90% 
Colony Wars 94% The Fifth Element December 1998 90% 
/ Jet Moto 2 94% Darkstalkers 3 January 1999 90% 
FIFA 98 94% Rug Rats January 1999 90% 
| NBA Shootout 98 94% Bust-A-Move 4 January 1999 90% 
Einhander 94% Tiny Tank February 1999 90% 
NFL Xtreme 94% Freestyle Boardin’ ‘99 March 1999 90% 
Rally Cross 2 94% Silent Hill March 1999 90% 

NBA Live 99 94% Ü : 550 Е ATING | 
Abe's Exoddus 94% ||... January 1998 89% 
Й Bloody Roar 93% Breath of Fire IIl 89% 
Need for Speed III 93% Azure Dreams 89% 
Тота! 93% Rosco McQueen 89% 
№20: Nitrous Oxide 93% Turbo Prop Racing 89% 
World Cup 98 93% Trap Gunner October 1998 89% 


Tenchu November 1998 Formula 1 98 January 1999 82% 


NBA Fastbreak 98 January 1998 Twisted Metal 3 January 1999 82% 
X-Men Vs Street Fighter EX May 1998 Newman Haas / Racing March 1998 81% 
Road Rash 3D July 1998 VR Powerboat Racing April 1998 81% 
C: The Contra Adventure September 1998 Touring Car Championship. September 1998 81% 
Brigandine January 1999 Devil Dice October 1998 81% 
Contender February 1999 Brave Fencer: Musashi December 1998 81% 
WCW/NWO Thunder February 1999 Tiger Woods PGA Tour 99 January 1999 81% 
Rush Down April 1999 K1 Revenge March 1999 81% 
Red Asphalt December 1997 Point Blank January 1998 80% 
Shipwreckers! December 1997 Duke Nukem February 1998 80% 
CART World Series December 1997 Pocket Fighter August 1998 80% 
Shadow Master January 1998 Blast Radius February 1999 80% 
WCW Nitro February 1998 Irritating Stick February 1999 80% 
Rascal March 1998 BRONZE GAMES ISSUE RATING 
Saga Frontier April 1998 Street Sk8er April 1999 79% 
Dead or Alive April 1998 Micro Machines V3 February 1998 79% 
Kartia August 1998 WarGames September 1998 79% 
Team Losi RC Racer October 1998 Batman and Robin October 1998 79% 
Madden NFL 99 October 1998 Spice World ‘October 1998 79% 
Backstreet Billiards December 1998 Animaniacs: Ten Pin Alley January 1999 79% 
Upusing X February 1999 R-Types March 1999 79% 
Mr. Domino February 1999 Speed Racer May 1998 78% 
Rampage World ТОШ, December 1997 Dark Omen June 1998 78% 
Arcades Greatest Hits 2 January 1998 Nectaris: Military Madness February 1999 78% 
шо Destet - Febiiary 998 Tennis Areana December 1997 77% 
Nagano Winter Olympics Febian 1998 Pitfall 3-D June 1998 76% 
riple, Ey 99 AUS Sentinel Returns August 1998 76% 
International Superstar Soccer Pro 98 August 1998 Deadiin the Water February 1999 76% 
NCAA Football 99 September 1998 

Monkey Hero March 1999 76% 
NHL 99 December 1998 Riven March 1998 75% 


Santee = Ray Tracers March 1998 75% 
Skull Monkeys March 1998 

Diablo May 1998 Fox Sports Golf 99 July 1998 75% 
Elemental Gearbolt August 1998 Bottom Si the 9th 99 : September 1998 75% 
Thunder Force V October 1998 Street Fighter Collection 2 : October 1998. 7596 
Command & Conquer: Retaliation October 1998 Master of Monsters: Disciples of Gaia November 1998 75% 
Motorhead November 1998 Psybadek February 1999 75% 
Pool Hustler December 1998 Need for Speed: V-Rally December 1997 74% 
Asteroids January 1999 BAR March Madness 98 April 1998 7496 
Destrega February 1999 Crime Killer September 1998 7496 
Fisherman's Bait April 1999 Small Soldiers December 1998 7496 
Versus December 1997 Mega Man Legends June 1998 7296 
Klonoa March 1998 Bomberman World November 1998 7296 
July 1998 Courier Crisis December 1997 7196 


Vigilante 8 
Resident Evil and Resident Evil 2: Dual Shock October 1998 Fox Sports Soccer 99 July 1998 71% 
SCARS. November 1998 8 Super Cross 98 August 1998 71% 


Intelligent Qubes January 1998 Bust-a-Move ‘99 April 1999 70% 
NBA In the Zone 98 February 1998 орт. December 1998 70% 
NASCAR 99 November 1998 NCAA March Madness 99 February 1999 70% 
Xenogears December 1998 TIN GAMES RATING 
Dragonseeds December 1998 Beast Wars March 1998 69% 
Armored Core: Project Phantasma January 1999 X-Men Children of the Atom April 1998 69% 
Mass Destruction December 1997 Tales of Destiny November 1998 69% 
Cool Boarders 2 December 1997 Pro 18 World Tour Golf April 1999 68% 
Masters of Teras Kasi January 1998 Spawn January 1998 68% 
Monster Rancher January 1998 Judge Dread May 1998 68% 
Frogger January 1998 Adidas Power Soccer 98 August 1998 68% 
Mortal Kombat 4 August 1998 Bug Riders January 1998 65% 
Grand Theft Auto August 1998 Bio ER.E.A.K.S. July 1998 65% 
Future Cop: L.A.P.D. October 1998 Caesars Palace December 1997 64% 
Activision Classics November 1998 Circuit Breakers August 1998. 49% 
Ninja: Shadow of Darkness November 1998 Apocalypse January 1999 49% 
Running Wild December 1998 8 Punky Skunk January 1998 40% 


MBERS MEAN? 
rm“ 98-100% 90-97% „79 80-89% 70-79% 0-69% 
т> The ultimate gaming T “Must buy" games; each carries our J Good games, but lacking Mediocre titles that EX Tin games are to be avoided 


experience. 4 editor's seal of approval and are in some area; only for suffer from some serious at all costs. Only die-hard 
Г recommended for fans of that genre, fans of that style of game. flaws. Rent — don’t buy. gamers would buy these. 
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exit- final word 


PS2 vs. DC — ROUND 2 

Ah, controversy and hate mail; the bane(s) of any self-respecting columnist's existence. | guess 
| should have expected that | would get some e-nasties after my inaugural column last month, 
but | wasn't ready for the sheer volume of it all. | had not intended to continue on the PS2 vs. 
Dreamcast strain this month... but it looks like | need to. | must start by stating that | am indeed 
surprised at the number of readers that took the time to respond and that (horrors!) actually 
went out and purchased the Japanese Dreamcast! Hey, I've got an excuse — this is what | do for 
a living — but you guys shelled out BIG bucks to be the first on your block to own the damn 
thing... wow! 

What you good folks have to understand is that | don’t have anything against Sega succeeding 
with the Dreamcast, or your right to enjoy the experience. | just don't think they will succeed and, 
David Jon Uinding to this point in time, | have not enjoyed the experience... certainly not for the scratch | had to part 
REE with for the pleasure. This is not to say that | am not terminally naive and gullible; a couple days 

from now | will be heading over to our friend Nattie’s Network Video to purchase House of the 
Dead 2 (with light gun) and the game that | have been waiting for since the Dreamcast was 
announced, Blue Stinger. 

While | hold out hope that, like those of you that responded to last month’s column, | will 
begin to enjoy the experience, | still believe that the system is going to travel a hard road in America. 
My position has been further solidified by my attendance at Phil Harrison's (SCEA Third Party/R&D 
VP) key note address to the Computer Game Developer's Conference in San Jose, CA last week. 
Mr. Harrison essentially made the same presentation that was given in Japan, to American developers... 
and they were very pleased. 

While many of you that wrote in were busy citing a list of developers and publishers that were 
throwing their support Sega's way, the unfortunate truth for Sega is that all of the major American 
software development/publishing houses are focusing on PlayStation and PS2 first, and other 
platforms on a secondary basis.You've got to remember that many of these publishers and developers 
lost A LOT of money when they backed the Saturn in the early days of the 32-bit wars. They are 
not in any hurry to be the first in line to support Dreamcast. Sure, if Dreamcast hit it big with 
American consumers, they would hop right on that bandwagon — but they won't do it out of the 
gate.You might see one or two publishers/developers that aren't having sales success on the 
PlayStation make the jump (Interplay with its sports lineup comes to mind), but the big names will 
stay well within Sony's shadow. 

An example; many have speculated that Capcom's third installment in the Resident Evil 
series would lead on Dreamcast. Some of you have written to tell me that it is the reason you 
purchased the Dreamcast. Sorry, folks... КЕЗ will see the light of day on the PlayStation first, of that 
| am quite sure. Put yourself in the role(s) of the business development people at Capcom. Do you 
put your best selling franchise on a new platform with a very limited installed base, or do you go 
after 50 million households worldwide? It's not much of a choice. Development people may get 
excited about new technology, but they're not crazy (well... most of them aren't, anyway). 

It is certainly not my intent to bash Sega and the Dreamcast, but you've got to give up the 
notion that, because YOU enjoy the product that you purchased, everyone else in the world is 
going to agree with you... ain't gonna happen. Of course, there were many people that loved 
their Jaguars, 32X's, 3DO’s, Saturns and Virtual Boys. 


Dave 
dwinding@quake.net 


Stuck? Striving for Perfection? Dimension Publishing’s 
got the answers to your questions on the hottest games. 


*$10.00 Price valid for PSExtreme subscribers only. All others pay full retail price of $14.95, plus shipping & handling charges. Specify SFA, Star Gladiator, Crash Bandicoot 2, Tomb Raider, Tomb Raider 2, Soul Blade or Pandemonium. Inside the U.S., add $3.75 for shipping (add $1 
each additional guide). Canada & Mexico add $4.50 for shipping and handling. Foreign orders call for pricing. 


Credit Card Orders, Call 
VISA 


=== (916) 989-0171 =Œ 


Wild Arms ©1997 Sony Computer Entertainment Inc. Spyro The Dragon ©1998 Universal Interactive Studios. MediEvil ©1998 Sony Computer Entertainment. Fifth Element ©1998 Kalisto Entertainment. Tomb Raider and Tomb Raider 2 are registered 
trademarks of Eidos Interactive. All rights reserved. “Crash Bandicoot", “Crash Bandicoot 2: Cortex Strikes Back" and the Crash Bandicoot logos are trademarks and copyrighted properties of Universal Interactive Studios, Inc. Source code © 1996 


Naughty Dog, Inc. The Sony Computer Entertainment logo is a trademark of Sony Corporation. Resident Evil ©1997 Capcom, Co. Ltd, Blasto™ ©1997 Sony Computer Entertainment Inc. Crystal Dynamics, the Crystal Dynamics logo, GEX, and the 
GEX character are trademarks of Crystal Dynamics. ©1998 Crystal Dynamics. Alll rights reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc. 


GET A CRASH COURSE IN GAMING! 


* 


Get a FREE copy of Crash Bandicoot 2: Cortes Strikes Back, The | 
Official Strategy Guide when you subscribe to PSlixtreme for 
911951 That's а 63% savings! Gotta have that! 


To order by mail, send a check or money order made payable to: 


Dimension Publishing • Р.О. Box 6570, Folsom, CA 95763-6570 


"Add $3.75 for shipping & handling on the free Crash 2 strategy guide. Mexican and Canadian orders $44.95 for subscriptions plus $4.75 shipping 
& handling. (U.S. Funds). Foreign orders call for pricing. Allow 8-10 weeks for delivery. CA residents add 8.25% sales tax to strategy guide orders. 
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$ every impressive indeed." 
-EGM 


As Raziel, stalk the shadows of | % 
Nosgoth hunting your vampire 
brethren. Impale them with 
spears. Incinerate the n 
torches. Drown them i 
No matter how you destro E 


NO onto the spectral pla ne 


7 and confront unique enemies and 
them, you must feed on the gameplay challenges 


souls to sustain your quest — 


the ruin of your creator, Kain. 
t Seamless gameplay: No load tim 


T Shift real-time between the materia 
є and spectral planes 


-$ Dark gothic story 


“Vampire fans get ready — Soul Reaver 
could be the ultimate thriller...” 
—GamePro 


PlayStation 
Ё ® 


GAME PURCHASE WORTH 
20 FIGHTERS EDGE* 
№ POINTS! 


eet Fighter Alpha 3 scores a triple K.0! It's the 

accurate translation of an arcade game to grace 

“the circuits of the PlayStation game console... featuring 
5 all new enhanced, modes of play, including 3 fighting 
Й) styles for every character =\plus the skill building, 
- World Tour Mode. Maybe nobody's perfect. But as of 


] today, atleast one 
| fighting game is: CAPE 


Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us af www.retromags 


7m 
No profit is made from these scans, nor do we offer г 
available from the publishers themselves. _ 

[f you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 


